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Technical Readout: 3024 is product created by 
Valle of SpaceBattles.com’s Forums for his stories 
Tell The World That We Tried & If We Turn To 
Dust 


This is a alternate universe set in BattleTech’s late Succession Wars 
era, where a young woman from the Outworlds Alliance awaken to 
find she has two sets of memories, where older memories of a 
different world where mankind had yet left for the stars yet, in her 
new setting, has knowledge of what is to come and how to get it. 


Her influence on the universe becomes paramount to the changes 
experience in the universe, where new technologies arrive sooner 
than in its original history. 


These units presented in this book show sampling of unique variants 
of Combat Vehicles & BattleMechs that were created for this 
project. 


Valles has kindly allowed his work from the two stories to be 
archived on the Battletech Fanon Wiki, including this TRO and its 
associated Record Sheets. 


This is a fan-made book and has no association or approval, 
implied or otherwise, from Topps, Catalyst Games Labs, 
InMediaRes, Piranha Games Inc., or Harebrained Schemes LLC. No 
part of this work may be altered or sold for profit, nor otherwise 
circulated in any form other than that in which it is published. 


Ohka Missile Tank 


MaASss 30 coms 

Tech Base: Inner Spher 

Motive Type: Tracked 

Rules Level: Tournament Legal 

Bra: Clan Invasion 

Tech Rating/Era Availability: D/X-X-E 
Production Year: 0 

Cosics 468, OOO Cai JLils 

Battle Value: 477 


Rowec Plames Bieiliclog 150 1.C.m. 

Cruise Speed: 54.0 km/h 

Flanking Speed: 86.4 km/h 

Armor: ProtecTech Light Standard Armor 

Armament: 
1 Shigunga Scatter-20 MRM-20 

Manufacturer: Luthien Armor Works, Scarboroguh 

Manufactures, Joint Equipment Systems, 

Matabushi Corporation, Wakizashi Enterprises, 

Lexatech Industries, Diverse Optics, Inc., 

Gorton, Knsley, and Thorpe Enterprises, Nimakashi 

Fusion Products, Ltd., New Samarkand 

Metals, Odin Manufacturing, Bulldog Enterprises, 

Dow-Nexus Fusion Products, Magnon 

Aeronautics, Bensen and Bjorn, Amau Electronics 
Primary Factory: ...Draconis Combine 

Communications System: Basix 200 

Targeting and Tracking System: Deadline 3 


Overview: 


The design of the Ohka Missile Tank was commissioned from 
Luthien Armor Works within a week of the surrender of the 
Capellan Confederation to the armies of the Federated Suns. 
Coordinator Takashi Kurita feared the results of adding the 
Confederation's industry and soldiers to the arsenals of the hated 
Davions, and began a buildup aimed at preventing the legions of the 
AFFS from simply rolling over the armies of the Dragon by weight of 
numbers. 


As such the need was for a combat unit with enough effectiveness 
to be at least a useful adjunct to real fighting power, and an 
absolute maximum ease and speed of production. Luthien Armor 
Works delivered exactly what was asked of them a light tank so 
minimalist that even the guidance packages were omitted from its 
main weapons. 


Equipment 


linceicimnel Siew lieSE Sieaiaclesecl 15 joolincs 
Engine: I.C.E. Engine 150 

Crunse MES 

Flank MP: 8 

Heat Sinks: Single Heat Sink: 0 
Control Equipment: 

i1ft Equipment: 

MUUEIESIC 8 
Armor: Standard Armor AV - 


= 


Armor ! ee = R Q as 
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Pie XG 
Left/Right ayaa 
Weiss 20 
Rear 14 


Equipment Location Spaces 
MRM-20 Hl il 
@MRM-20 (12) BD 0 


BattleForce Statistics 

MV: = 5t S (40)= 2 M (42)= 2 L (4+4)= 0 
we, 1 Ow = @ Ammeires 3 Poimcess 8 Sicweweic 
Seca Mowinieiees ims, wuUIR(2/2/'0) 


Merkava Mk IX Main Battle Tank 


MASSs 75 coms 

Tech Base: Inner Spher 

Motive Type: Tracked 

Rules Level: Tournament Legal 

Era: Succession Wars 

Tech Rating/Era Availability: D/X-E 
Production Year: 0 

Cosices 3,963,750 CoB Liles 

ipyaiciele Welles i, O06 


Power Plant: Vlar 300 Fusion Engine 
Cruise Speece 23.2 emia 
Flanking Speed: 64.8 km/h 
Armor: PanzerSlab Standard Armor 
Armament: 

i BolIy=i15 TRwR iS 

1 Armstrong J11l Autocannon/5 

3 Defiance B3M Medium Lasers 

2 Brigadier M100 Machine Guns 
Manufacturer: Leopard Armor 

Primary Factory: Terra 
Communications System: Teledon 11 
Targeting and Tracking System: Bal 


Overview: 
The Merkava (Meaning "Chariot" in Hebrew) was the 
main heavy tank of the Terran Alliance and later 
the Terran Hegemony, with new variants serving and 
Ii COMMNCZUCELOM COMmicilianousIly itimom clas llace 2Zsiccl co 
the very end of the 26 century. 


In the 3020s, after the savage devastation and 
technological collapse of the Star League's 
Succession Wars, the Lyran Commonwealth uncovered 
an enormous cache of retired and mothballed 
Merkavas, and reconstructed the Mk VII and VIII 
examples into a new Mk IX configuration. 


Capabilities: 

Like earlier Merkavas, the Mk IX carries all of 
its primary weapons in the turret, with the same 
Class 9 autocannon and fifteen LRM tubes as the Mk 
WALL IL 5 


Unlik arlier models, the IX carries energy 
weapons, as well, replacing SRMs with three 5cm 
Defiance B3M lasers. Both machine guns, bow and 
coaxial, are retained, with a shared half-ton of 
ammunition. Top speed remains at sixty-five 
kilometers per hour, with protection from ten and 
a half tons of standard armor. 


Deployment: 
1,049 Merkava Mk IXs were built, all by converting 


intact VII and VIII models recovered from caches 
and boneyards by the Lyran Commonwealth in the 
late 3010s and early 3020s They served a valued 
role as stopgaps during the Lyran buildup of that 
period, more than capable of matching the 'front 
line' duties of the late 3rd Succession War, and 
even as production of the new Patton made them 
obsolescent again, all of them remained in front- 
line service by early 3025. 


Variants: 

Rebuilt from the recovered chassis of internal- 
combustion powered Merkava Mk VIs, the Lyran 
Merkava Mk X was equipped with a fuel-cell engin 
and a top speed of 64kph, while retaining the VI's 
missile launchers and upgrading the autocannon to 
a Class 20. 


Equipment Location Heat Spaces 
Equipment 


Machine Gun FR 
Internal Structure: Standard 40 points i Autocannon/5 


Engine: Fusion Engine 300 : 3 Medium Lasers 
Cruise MP: 4 LRM-15 

Flank MP: 6 achine Gun 
Heat Sinks: Single Heat Sink iL@ AC/5 (20) 
Control Equipment: : WAM=15 (16) 
ft Equipment: MG (1/2) (100) 
Turret: 


Seo eo iS & SS 
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Armor: Standard Armor AV - 168 5 rhileForce Statistics 

MV: = 4t S (40)= 3 M (4#2)= 2 L (4+4)= 2 
Armor it, 3 Ov = © Asmore 6 Points: 10 Structure: 
SEOuOL Special Abilities: TUR(3/3/2), IF 1 


iaesene 40 
Left/Right 30/30 
WPueisSic 40 
Rear 28 


Patton Heavy OmniTank 


Mass: 80 tons 

Tech Base: Inner Spher 

Motive Type: Tracked OmniVehicle 
Rules Level: Advanced Rules 

Era: Succession Wars 

Tech Rating/Era Availability: E/X-E 
Production Year: 3025 

Cosics 3,322,500 CoB Jlils 

Battle Value: 758 


Power Plant: Avanti 320 Fuel Cell Engine 
Creuse Sp Ceo sie n/a 
Flanking Speed: 64.8 km/h 
Armor: Durallex Varia Standard Armor 
Armament: 

24.0 tons of pod space. 
Manufacturer: Defiance Industries, TharHes 
Industries, Trellshire Heavy Industries, ARCORI, 
Blackwell Industries 

Primary Factory: Hesperus II, Tharkad, 
[wycross, Finmark, New Valencia 
Communications System: TharHes Thalia 6-24L 
Targeting and Tracking System: TharHes Aresl 


- 


A 


Overview: 

The Patton was one of the earliest, and very 
possibly the most ambitious, of the military 
technology collaborations between the Lyran 
Commonwealth and the Federated Suns - to a degree 
that the two nations involved would successfully 
conceal from outsiders until many years later. 


With TharHes Industries - and the Steiner family 
who were their primary stakeholders - as the 
project's financial backers, Defiance as primary 
development and design warehouse, and Blackwell 
Industries' access to existing omnitechnology 


production in the form of their Badger light 
combat vehicles, Trellshire Heavy Industries and 
the Armaments Corporation of the Rift were 

brought into partnership to meet production goals, 
and within only a few years the Patton was well on 
course to becoming the primary heavy combat 
vehicle of the LCAF. 


Capabilities: 

With the relatively low profile of the Badger 
Tracked Transport Blackwell had produced for 
Wolf's Dragoons before their incorporation into 
the Lyran Foreign Legion, it was the Patton that 
introduced the Inner Sphere to omni-technology. 
Quicker to repair and almost impossibly easier to 
refit than a standard combat vehicle, damaged 
Pattons could be brought back to service in hours 
rather than days, or switched to different 
configurations for the good of the service in 
days rather than weeks. 


Additional: 

To ease the preparation of configurations for LCAF 
omni-units, the General Staff prepared a listing 
of standard configurations, with classifications 
shared across all types of omni-unit, what would 
come to be known as the Config Matrix. 


Alternate Configurations 


A - All-Purpose; A variety of weapons suitable for 
answering any foreseeable 
threat. 


B - Brawler; A weapon battery consisting of mid- 
ranged weapons 


C - Juggernaut; Weaponry selected for maximum 
concentration of damage 

D - Missile Support; Long-Range missiles and other 
tactical indirect-fire systems 


- Skirmisher; A bracket-fire setup, a 
combination of long and short range 


F - Striker; A short-range weapon array 
G - Sniper; Long-range direct-fire weapons 


H - Air Defense; Primary weapons selected for AA 
purposes; LBX, Flak Ammo ACs, etc 


lee; Mel weapons, otherwise as Skirmisher 


J - Artillery; Carrying an artillery weapon and 
Asrr (GiMiNes OI ilies 


K - Electronic Warfare; Sensor, ECM, Command 
Console, TAG, according to chassis 
aptitudes 


L - Hostile Environment (Planetary) 


Hostile 


Hostile 


b 


b 


Environment 


Environment 


p Capable 
p Capable 
Capable 
Capable 
Capable 
Capable 
Capable 
Capable 
Capable 
Capable 


Capable 


Capable 


(Submarine) 


(Orbital) 


Equipment 


Internal Structure: Standard 40 points 
Engine: Fuel-Cell Engine 320 
Cruise MP: 4 

Flank MP: 6 

Heat Sinks: Single Heat Sink 1 

Control Equipment: 

iL1£t Equipment: 

TWEE Sie 8 
Armor: Standard Armor 


= 


Armor 

Pei Oic 
PieOmie 56 
Left/Right 46/46 
MPIC 52 
Rear 40 


Loadout Name: A 
Tech Rating/Era Availability: 


Cosies 4,211,250 


ow 


BV23 IL, 128 


ipment 


ipment Location 
Machine Gun FR 
Autocannon/5 all 
LRM-15 uly 
SRM-6 aly 
2 Machine Guns T 
@MG (1/2) (100)BD 

@AC/5 (20) BD 
@LRM-15 (16) BD 

@SRM-6 (15) 

= 0 LO 


BattleForce Statistics 
MV:= 4t S (40)= 3 M (42) 
Wt.= 4 Ov = O Armor: 6 
Structure: 4 

Special Abilities: OMNI, EE, 
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Loadout Name: B 
Cosies 4, 177, SOW 
Tech Rating/Era Availability: 


BW Ip Iie 


Loadout Name 
COSC 8 


SG 


A All Zoe 


Tech Rating/Era Availability: 


BW2Z 2 ip as 


uipment 


ILOCSSNE LOM 


™m 


uilpment 
Autocannon/10 
SRM-6 
LRM-10 
@AC/10 
@LRM-10 
@SRM-6 


(20) 
(12) 
(15) 


BattleForce Statistics 
MV: 4t S (40)= 3 M 

-= 4 Ov = 0 Armor: 8 
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Special Abilities: 
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SRM-4 

LRM-5 

achine Gun 
INC/2O (1,5) 
SRM-4 (25) 
Thy (24 
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RM-5 ) 
G (1/2) 


(100) 


Location 
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ttleForce Statistics 
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Special Abilities: 


OMNI, EE, 
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Loadout Name: D Loadout Name: E 
Costes 4,290), OO Cosices 4,278, 750 

Tech Rating/Era Availability: E ile Tech Rating/Era Availability: 
BYZ2 i, 250 BV2s 1,229 


Equipment 


Equipment Location Spaces 
LRM-15s [ - Machine Gun FR il 

[ Machine Gun LS 

RM-15 (48) 5 Machine Gun 
AMH6 (15) : RM-20 
SRM-6s 


ttleForce Statistics IAM=KZ20 (24) 
MV: 4t S (40)= 2 M (4+2)= 3 L (+4)= 2 £E (+6)= 0 SIRMER6 (30) 
Wie, 4 Owe 0) Aieuione 2 8 Voimess ils Semuccmees a! MG (1/2) (100) 
Special Abilities: OMNI, EE, TUR(2/3/2, LRM 1/2/2, 


We L/2/2), GR 1/2/22, lr 2 CeIlEFOReS SiceiciScies 

:= 4t S (40)= 3 M (42)= 3 L (+4)= 2 E (+6)= 0 
t. Ov = 0 Armor: 8 Poulmivss 12 Sttweuctumes 4 
Special Abilities: OMNI, EE, TUR(3/3/2, SRM 2/2/0, 
LEM I/if/l, iP W/il/il), SEM 2/2/0, maw 1/lfil, mr i 


Loadout Name: G 

Loadout Name: F Costes 3,975, 00 

Cost: 4,402,500 Tech Rating/Era Availability: 
Tech Rating/Era Availability: E ile BV2: 949 


uilpment 


uipment Location 
Autocannon/2s T 
RM-4 aE 
achine Gun EF 
AC/2 (90) 
RM-4 (25) 
G (1/2) (100) 
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ttleForce Statistics 

MV: = 4t S (40)=5 M (42)= 5 L (4+4)= 0 0 

Wt. 4 Ov = 0 Armor: 8 Poniniess I2 Sitiwucituires 4 BattleForce Statistics 

Special Abilities: OMNI, EE, TUR(5/5/0, SRM > = 4t S (40)= 2 M (42)=2 1L (4+4)= 1 
5/5/0), SRM 5/5/0 ie, 4 Ov = © Amores 8 2oumiess 9 Sicrueic 
Special Abilities: OMNI, EE, TUR(2/2/1) 


Loadout Name: H Loadout Name: I 

Cosies 3, 963, 750 Cosies 3, 806, 250 

Tech Rating/Era Availability: | Tech Rating/Era Availability: 
BW23 iL, OLS BY28 Q52 


Equipment I ipment 


Equipment Location I ipment Location Spaces 
2 Autocannon/5s T e Autocannon/5 il 

LRM-5 [ A SRM-4 [ il 
Machine Gun [ ‘ LRM-5 [ i 
@AC/5 (40) 5 Infantry 1 


@AC/5 (Flak) (40) 2 Compartment (9.0 tons) 

@LRM-5 (24) : @AC/5 (20) 

@MG (1/2) (100) : @LRM-5 (24) 
@SRM-4 (25) 


BattleForce Statistics 
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BattleForce Statistics 


0 
Wt. 4 Ov = 0 Armor: 8 Posies s IO Siciucctuces 4 MV: = 4t S (40)= 2 M (4#2)=24UL (44)=1 &E (46)= 
Special Abilities: OMNI, EE, TUR(2/2/2, AC 1/1/1), Wwe. 4 Ow = © Awmore & BWaumes? iO Seruccuices 
NC I/f/i/i Special Abilities: OMNI, EE, TUR(2/2/1) 


Loadout Name: J 
Cosies 4,470, OW 


Tech Rating/Era Availability: 


BVZs L,2ry 


Equipment 


Equipment Location 
Arrow IV Missile T 
SRM-4 aly 
@Arrow IV 

Non-Home) (15) BD 
Arrow IV BD 
Smoke) (5) 

Arrow IV BD 
iL ilar) (53) 

Arrow IV BD 
Cluster) (5) 
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BattleForce Statistics 


4 Ov = 0 Armor: 8 Poimaess ILS 
Special Abilities: OMNI, ARTAIS, EE, 
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Loadout Name 


SAK 


Cosies 4, 087, SOU 


Tech Rating/ 
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Infantry 

Compartment 
@LRM-15 (16) 
@SRM-6 (15) 


Location 
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Locust LCT-2S 


Mass: 20 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosices I, 62,200 CB JLils 
Battle Value: 530 


Chassis: Bergan VII Standard 
Power Plant: LTV 160 Fusion Engine 
Walking Speed: 86.4 km/h 
Maximum Speed: 129.6 km/h 
Jump Jets: None 
Jump Capacity: O meters 
Armor: StarSlab/1 Standard Armor 
Armament: 
2 Defiance B3M Medium Lasers 
1 Defiance Zippo Flamer 
Manufacturer: Defiance Industries 
Paimary Pacicowys uses Iie 
Communications System: Garrett T10-B 
Targeting and Tracking System: O/P 911 


Overview: 

PilrSst Ceeececd im 2499, the Locust 18 Sitilil ome OE 
the most common BattleMechs in operation five 
centuries later. While several more advanced light 
"Mechs have been created over the years, few can 
match the Locust's combination of speed, 
endurance, and, perhaps most of all, very low 
COSTE. 


Capabilities: 

PASE OF coe ELESic GOLD Ot cle Ikyaeeim ' SIOZ) Pilaia! 
design revisions, the LCT-2S model was primarily 
designed as a test unit, to give Lyran battlemech 
manufacturers experience working with recently 
recovered Star League double-capacity heat sinks. 


With two medium lasers and a single center-mounted 
flamer, the 2S retains the Locust platform's 
traditional value as a high-speed ground scout and 
infantry hunter, while increasing firepower. Its 
cooling capacity vastly exceeds any possible load 
its weapons are capable of producing, and it is 
completely independent of ammunition. 


Deployment: 


Produced exclusively for the Lyran Commonwealth 
Manecl HORCES, tlaeS WCW=2S a8 

regarded by that force as a strictly second-line 
platform, too fragile to bear 

the rigors of direct combat. It is deployed 
broadly across the interior and 

Periphery borders of its native state, but is 
rarely seen facing Kurita or 

Marik forces. 


Equipment 


ee orsnicllan stall CE UisC mE OlecinG sls CMO OFnitsS 
Engine: Fusion Engine 160 

Walking MP: 8 

Running MP: 12 

Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 

neelic, Siialke Lo@aciems3 2 i, 2 IR 
Gyro: Standard 
COClkjouLie 3 Standard 

NGIEUENEOIES 8 Ig See rlU/e IRS SleerlUvA 
Armor: Standard Armor AV - 64 


Internal Armor 
Structure Factor 


Head 

Center Torso 
Center Torso (rear) 
L/R Torso 

L/R Torso (rear) 


= 


= 


Equipment Location 

Medium Laser RA 

Medium Laser LA 

Flamer Cw 

eee Ciriieieall Sikocsg S6 


BattleForce Statistics 

MV: = 4t S (40)= 2 M (4+2)= 1 
Wt. 1 Ov = 0 Armor: 2 Poin 
Special Abilities: ENE, SRCH, 


Wasp WSP-2S 


Mass: 20 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosicg i, 694, 640 C= JLils 
Battle Value: 618 


Chassis: 1A Type 3 Standard 
Power Plant: Hermes 120 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: Rawlings 52 
Jump Capacity: 90 meters 
Armor: Durallex Light Standard Armor 
Armament: 
4 Defiance B3M Medium Lasers 
Manufacturer: Bowie Industries 
Primary Factory: Carlisle 
Communications System: Duotech 65 
Targeting and Tracking System: RadCom TXX 


Overview: 

One of the most popular 'Mechs in existence, th 
Wasp is also one of the oldest. Developed to fill 
a recon role for the Terren Hegemony in 2471, the 
Original Wasp was slower than the current model 
but performed well. Its appearance on the 
battlefield shocked opponents when the Wasp leaped 
IME els aie, VWISAiMNG; iM iiliesie FJwwije JScS. Min Sie 
hundred years of service, the Wasp has shown 
a 
k 


tself to be a quality recon workhorse in all 

nown space. Frequently paired with the similar 
Stinger, the Wasp takes on a more anti-vehicular 
role while the Stinger serves as an anti-personnel 
"Mech. 


Capabilities: 

The Wasp is often called quick rather than fast. 
Never one of the fastest 'Mechs, it can 
nonetheless keep up or ahead of most formations, 
and the Rawlings jump jets allow the Wasp to 
traverse broken or urban terrain with ease. 


The new and more advanced Steiner 2S model 
sacrifices half of the Wasp's standard 180 meter 
jump distance while converting to Star League 
standard advanced heat sinks. In return, it uses 
the energy-only structural mounts pioneered by the 
Wolf Dragoons' -1W Wasp to mount no less than four 
Defiance B3M medium lasers, an unmatched amount of 
firepower to find on a platform so small. 


Deployment: 

While Lyran Commonwealth Armed Forces High Command 
has made doctrinal efforts to restrict all mechs 
under thirty tons to second line roles such as 
training or rear area security, the firepower of 
the new Wasp has led to many regimental commanders 
diverting refit kits to the front lines rather 
than giving up their existing light mechs, and 
nearly a quarter of the total Wasps fitted to the 
new standard are in units facing the Combine or 
League. 


Additional: 

Unlike the conversion programs carried out by 
Defiance and Coventry Metal Works, Bowie 
Industries' program to redesign the Wasp was 
marked by schedule slippage, difficulties with Medium Lasez RT 

prototypes and quality control, and several minor Medium Lasei LT 

scandals. In particular, the cooling jackets Pree Ciritieal Sloe: 22 
around the torso lasers are of substandard quality 
and both the jackets themselves and many nearby Batiilemorce Statistics 

components require relatively frequent maintenance MV: = 6/24 S (40)= 2M (+2)=1L (4+4)=1E (+6)= 0 


or replacement. We, lL Ov = © Awmors 2 POimess © Sitrucruices 2 


Special Abilities: ENE, SRCH, ES, SEAL, SOA 


Equipment Location 


2 Medium Lasers RA 


Internal Structure: Standard 33 points 
Engine: Fusion Engine 120 
Walking MP: 6 

Running MP: 9 

Jumping MP: 3 Standard 


Juno Jet Locatioass i Cr, i iv, i Rr 
Heat Sinks: Double Heat Sink 10(20) 

reac Saimk locecioms3: 2 mt, 2 IR, il 
Gyro: Standard 
Cockpit: Standard 

Actuators: L: SH+UA+LA+H R: SH+UA+LA+H 
Armor: Standard Armor AV - 56 35 BO 


Internal 
structure 
Head 
Center Torso 
Center Torso (rear) 
L/R Torso 
L/R Torso (rear) 


Commando COM-4R 


MASSs 25 icoims 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Age of War/Star League 
Tech Rating/Era Availability: 
Production Year: 2466 

Cosies dp tilil,250 CB Jlils 
Battle Value: 581 


Chassis: Coventry Metal Works Standard 
Power Plant: Omni 150 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: None 

Jump Capacity: O meters 
Armor: Lexington Limited Standard Armor 
Armament: 


1 Defiance B3M Medium Laser 

A, W@lLiivy—S IbMRSysi 
Manufacturer: Coventry Metal Works 

Primary Factory: Coventry 
Communications System: TharHes Crystal Flower RG-2 
Targeting and Tracking System: TharHes Star Shark 


Overview: 


In 2463 the predecessor company of the modern 
Coventry Metal Works introduced their second 
BattleMech, the COM-1A Commando. Created to fill 
the Lyran Commonwealth Armed Forces' needs in the 
newly created 'reconnaissance mech' category, the 
Commando was much lighter and faster than its 
precursors and most of its rivals, despite its use 
of what would later be called 'primitive 
BattleMech technology'. 


Capabilities: 


The current COM-4R is the third major ground-up 
revision of the basic Commando's design and 
mission. The COM-1A's large laser caused heating 
and electrical issues, and the COM-2D, while 
capable of inflicting great damage, was forced by 
its short range to operate in the very teeth of 
enemy fire its lightweight armor could not 
withstand. The COM-4R, mechanically so similar to 
its immediate predecessor that most examples are 
conversions rather than original production, 
mounts a pair of long-range missile racks and a 
"backup' medium laser, creating a lightweight but 
capable fire support platform. 


Deployment: 


Betting heavily on the COM-4R for deployment 
across the LCAF, Coventry Metal Works produced 
COM-2D/COM-4R conversion kits in vast numbers in 
the heady foundtech days of 3021 and 3022. The 
LCAF's decision to decline to order the new 
Commando for frontline service, citing lack of 
jump jet capability and insufficient armor, would 
not have threatened the massive defense 
conglomerate's survival but would have 
Significantly impeded its ability to conduct 
development of other designs. 


Increasing the fire-support allotment of 
designated 'rear area' forces to create a niche 
for the COM-4R funded Coventry's development of 
the successful VL-5S Vulcan for the frontline fire 
support role, at the cost of significant grumbling 
from rivals like Defiance and TharHes, and proved 
to be a significant tactical benefit for the units 
the rebuilt Commandos were issued to. 


Equipment 


Internal Structure: Standard 43 points 
Engine: Fusion Engine 150 
Walking MP: 6 
Running MP: 9 
Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 
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Firestarter FS10-A 


Mass: 35 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosies S,227,850 CBs 
Battle Value: 959 


Chassis: Argile H/09 Standard 
Power Plant: GM 210 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: Rawlings 52 
Jump Capacity: 180 meters 
Armor: Livingston Ceramics Standard Armor 
Armament: 
4 Defiance B3M Medium Lasers 
2 Defiance Zippo Flamers 
Manufacturer: Coventry Metal Works 
Primary Factory: Coventry 
Communications System: Cyclops 14 
Targeting and Tracking System: Tansech C30-97 


Overview: 

In 2550, Skye's Argile Technologies introduced the 
appropriately named FS9-H Firestarter as an 
incendiary and anti-infantry platform. Four anda 
half centuries later, Argile's successor company, 
Coventry Metal Works, debuted the updated FS10-A, 
a model that combined advanced cooling systems 
with additional anti-battlemech weaponry to turn 
the so-called 'Walking Warcrime' into an extremely 
capable general-service light mech. 


Capabilities: 

With a top speed of just under a hundred 
kilometers per hour and a jump range of 180 
meters, the Firestarter matches the mobility of 
most light mechs of the Succession Wars, including 
the classic models of the ubiquitous Wasp and 
Stinger. The FS10-A mounts a pair of plasma- 
projecting 'flamers', retaining the type's 
traditional anti-infantry and incendiary 
abilities, and removes the overkill machine guns 
and additional flamer pair for increased armor and 
a total of four 5cm Defiance B3M lasers. 


Deployment: 


Jump jets, revised armament, and a fifty-percent 
armor advantage saw the LCAF select the revised 
Firestarter as the replacement for the long- 
serving Commando in its restructuring of its 
battlemech forces. The former anti-infantry 
platform was just as quick, and more agile, while 
remaining considerably more survivable. Converted 
and new production Firestarters were concentrated 
into frontline units facing the Draconis Combine 
and Free Worlds League, and while they would never 
reach their smaller predecessor's ubiquity, they 
were widely spread enough to support and 
complement longer-ranged scout hunters. 
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Sentinel STN-3S 


Mass: 40 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Advanced Rules 
Era: Clan Invasion 

Tech Rating/Era Availability: 
Production Year: 3070 

Cosics 3,724,280 CB Jlils 
Battle Value: 909 


Chassis: Defiant V Standard 
Power Plant: Pitban 240 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: Rawlings 52 

Jump Capacity: 180 meters 
Armor: Valiant Lamellor Standard Armor 
Armament: 

1 Armstrong J22k Light AC/5 

2 Defiance B3M Medium Lasers 
Manufacturer: Defiance Industries 

Primary Factory: Hesperus II 
Communications System: StarLink/Benicia Model 
AS829G 
Targeting and Tracking System: Garret D2) 


Overview: 

The original model of the Sentinel Battlemech was 
created by Defiance industries in the twenty- 
seventh century as an infantry support and 
installation defense 'mech. Originally 
commissioned by the LCAF, it was the upgraded 
model of the Star League Defense Force that won 
fame. Loss of technology in the Succession Wars 
created the downgraded STN-3K, whose production 
finally ended when the last surplus spares were 
assembled into one final‘mech that walked off the 
line in February of 3014. 


The reasonable expectation of the Sentinel's 
extinction was disproven by 3020, when the LCAF 
greeted a technological renaissance and the 
challenge of a nominally 'friendly' Federated 
Suns, bloated by its conquest of the Capellan 
Confederation, with a wave of new design and 
construction, including reopening the Sentinel 
line to produce the STN-3S. 


Capabilities: 
The 3S retains the Sentinel's traditional movement 
profile of a hundred KPH top speed and adds a one 
hundred eighty meter jump range. Newcomer ARCORI, 
working from original Defiance license materials, 
found the tonnage to install jump jets by 
replacing the original autocannon with a shorter- 
ranged but lighter Armstrong J22k. Combining anti- 
air ammunition with a Garret D2] target-tracking 
system, the same model as the wildly successful 
Rifleman, makes the modern Sentinel a capable air- 
defense platform able to keep pace with scout and 
Cavalry units, while retaining two Defiance B3M 
medium lasers for self-defense. 


Deployment: 


The 3S Sentinel was created to serve as an air 
defense mech for scouting and screening forces in 
the LCAF, and sees extensive front-line service 
all across the Lyran Commonwealth in that role. 

The ancient Sentinel production line was expanded 
and optimized as it was brought back into service, 
and its capacity was sufficient to take the 
Sentinel from nearly extinct to plentiful in only 
five years. Not only is the Sentinel seen in every 
militia, scouting, and cavalry company in the 
Commonwealth, it became far from unusual to see it 
pressed into service in place of damaged or absent 
Riflemen in heavy and assault forces. 


Additional: 
The J22k autocannon is a formalization of Equipment 
modifications made in-house by ARCORI, which 
Originally amounted to shortening the barrel of Internal Structure: 67 points 
the ubiquitous Armstrong J1ll and altering the Engine: Fusion Engine 240 
pitch of the barrel rifling. Further refinements alking MP: 6 
to propellant burn rates were part of the final Running MP: 9 
design, but the J22k and J11l's ammunition still Jumping MP: 6 Standard 
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ARCORI to refine the ammunition into a fully Gyro: Standard 
shared universal type are still ongoing. Cockpit: Standard 
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Vulcan VL-4S 


Mass: 40 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Age of War/Star League 
Tech Rating/Era Availability: 
Production Year: 2778 

Cosics 3,596,600 CoB JLiLs 
Battle Value: 950 


Chassis: MatherTech 500 Standard 
Power Plant: Pitban 240 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: Rawlings 45 

Jump Capacity: 180 meters 
Armor: StarGuard I Standard Armor 
Armament: 


2 Defiance B3M Medium Lasers 

2, WOILI GS InRMRSysi 
Manufacturer: Coventry Metal Works 

Primary Factory: Coventry 
Communications System: Hartford 200S 


- 


Targeting and Tracking System: Hartford TA10 


Overview: 

The Vulcan was designed as an anti-infantry 
BattleMech in 2775, in the closing years of the 
Amaris Civil War. As the SLDF battled Republican 
troops in the urban streets of the Terran 
Hegemony, many 'Mechs were destroyed in ambush by 
dug in and concealed infantry. In response to this 
problem, MatherTechno, Inc. designed the Vulcan to 
pack weaponry capable of precisely removing large 
numbers of enemy troops, and capable of 
unparalleled mobility in an urban environment. The 
WuuleaiaYs Cligiciliacic joroirile, walla aes lewiloous 


cockpit and skeletal limbs, gave rise to its 
nickname, "Scarecrow." 


Well regarded in SLDF service as less 
indiscriminate than a Firestarter and no 

less capable, the Vulcan stayed in production in 
the Lyran Commonwealth and Free Worlds League, 
which kept it handy until Coventry Metal Works 
needed a new fire support platform in a great 
hurry. 


Capabilities: 
The VL-5S shares no common weapons with older 
Vulcans; even the model of medium laser has 
changed, thanks to the rationalization of supply 
involved in the 3020 series refits. The classical 
Vulcan was an anti-infantry 'mech with superior 
anti-mech capabilities to the heavily specialized 
Firestarter, but the 5S is a highly mobile light 
fire support platform. It carries arm-mounted 
Defiance B3M lasers for self defense, but its 
primary armament is a pair of five-tube LRM 
launchers, each supplied with a generous twenty- 
four salvos of ammunition. 


The Vulcan's builders, Coventry Metal Works, had 
originally envisioned supplying a newly developed 
version of their ubiquitous Commando light 
BattleMech to the LCAF as primary fire support for 
scout and scout-hunter companies, and were caught 
badly by surprise when their offering was judged 
too fragile for frontline service. The 5S Vulcan's 
development was a crash project to fit the 
required armament onto another Coventry platform 
in the shortest possible time - and the result was 
successful despite its hasty beginnings. 


By 3025, all existing 2T and 5T Vulcans in LCAF 
inventory had been converted to the 5S standard, 
and supplemented with a generous cohort of new 
production. 


Deployment: 
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Phoenix Hawk PXH-2H 


Mass: 45 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Age of War/Star League 
Tech Rating/Era Availability: 
Production Year: 2568 

Cosics 4.295, 590 CBs 
paicicle Welles i, 13s 


Chassis: Earthwerks PXH Standard 
Power Plant: GM 270 Fusion Engine 
Walking Speed: 64.8 km/h 
Maximum Speed: 97.2 km/h 
Jump Jets: Rawlings 45 
Jump Capacity: 180 meters 
Armor: Durallex Light Standard Armor 
Armament: 
1 Magna Hellstar PPC 
2 Defiance B3M Medium Lasers 
Manufacturer: Coventry Metal Works 
Primary Factory: Coventry 
Communications System: Neil 6000 
Targeting and Tracking System: Octagon Tartrac 
Systran € 


Overview: 
The Phoenix Hawk is a relic of the Star League 
era, produced during that time in great numbers. A 
staple of recon lances almost since its prototype, 
the basic PXH model has been in standard service 
of every House military since the fall of the Star 
League. 


The LCAF's PXH-2H represents a formidable and 
capable return to the design's early days, with 
much sensor and electronic functionality returned 
along with the double-capacity cooling system. 


Capabilities: 

Built around a strengthened Wasp chassis, the 
Phoenix Hawk is designed to operate in concert 
with its lighter cousins like the Wasp and 
Stinger. It follows the same basic design 
philosophy, with similar weaponry and movement 
profiles, and armor more suited to short actions 
than brawls. Massive Rawlings jump jets mounted 
behind the PXH's shoulders give it an impressive 
180-meter jump radius, rare in a 'Mech its mass, 
and it supports a massive Magna Hellstar Particle 
Projection Cannon in a detachable mount in the 
right arm with a pair of workhorse five-centimeter 
B3M lasers in the left. 


The newly recovered advanced cooling technology 
mounted into the new Phoenix Hawk's reactor allows 
it a far more generous heat curve than its cruder 
Cousins, but not a perfect one - pilots who 
persist in combining the full weapons array with 
maximum distance jumps will overheat despite th 
Star League heat sinks, and get themselves into 
trouble that the PXH's limited armor can't save 
them from. 


Deployment: 


Older-model Phoenix Hawks, in one incarnation or 
another, appear in almost every 'Mech unit in the 
Inner Sphere and Periphery, but the PXH-2H is 
seen, so far exclusively, in the frontline 
regiments of the Lyran Commonwealth. 


Equipment 
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Hatchetman HCT-3N 


Mass: 45 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3023 

Cosics 3,962,415 CoB JLils 
Battle Value: 1,297 


Chassis: Chariot Type II Standard 
Power Plant: VOX 225 Fusion Engine 
Walking Speed: 54.0 km/h 
Maximum Speed: 86.4 km/h 
Jump Jets: Rawlings 45 

Jump Capacity: 150 meters 
Armor: Durallex Light Standard Armor 
Armament: 

1 Defiance B3L Large Laser 

4 Defiance B3M Medium Lasers 

1 Defiance Carver Hatchet 

1 Defiance Zippo Flamer 
Manufacturer: Defiance Industries, ARCORI 

Piaiecy Faccoreys Bucililo, Balicazeie LIT 
Communications System: Tek BattleCom 
Targeting and Tracking System: Tek Tru-Trak 


Overview: 

In 3021, one of the first orders of business for 
the newly formed alliance between the Federated 
Suns and Lyran Commonwealth was to sit the finest 
minds available to Defiance Industries of 
Hesperus, Kallon Technologies, the University of 
Donegal, and the New Avalon Institute of Science 
down together in the same room to examine the 
question of providing both involved states with a 


battlemech that would finally address the ‘point 
blank' combat niche that had become increasingly 
common throughout the Succession Wars. 


The difference in available tools and technology 
between the participating states would lead to the 
adoption of two different designs, but many 
techniques and much institutional knowledge was 
shared between the participants, leading 

in surprisingly short order to the debut of 
Defiance of Furillo's new flagship design, the 
Hatchetman. 


Capabilities: 

Easier to pilot, more affordable, and more 
flexible than its Davion counterpart, many of the 
Hatchetman's features are driven by the desire to 
deploy it more widely than the notoriously 
difficult Poleaxe. NAIS experts were vital to the 
creation of a successful melee weapon, refining 
the maintenance-intensive weapons of Solaris VII's 
gladiatorial arenas into something that would 
stand up to regular use and ill treatment, largely 
by accepting the need for permanent, massive, and 
bulky reinforcement in the relevant limbs, to go 
along with the melee weapons themselves. Their 
developments were also critical in programming the 
vital neurocontrol linkages, allowing the new 
mech's pilot to execute feints and targeted 
strikes rather than mechanically swinging in 
precisely the same way every time. 


With a flank speed of eighty-seven KPH and a 
hundred and fifty meter jump range, the Hatchetman 
matches the mobility of the LCAF'"s primary medium 
BattleMech, the Griffin, and its formidable array 
of lasers and advanced cooling systems give it 
daunting firepower anywhere inside th ffectiv 
range of its Defiance B3Ms. 


Internal Armor 
Deployment: Structure Factor 
The reclamation of the Baltazar III battlemech 
plant, and the rapid construction of a complete Head 
new production line at Defiance's Furillo complex, Center Torso 
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Chameleon CLN-7S 


Mass: 50 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosics 4,363,250 CBs 
ipyiciele Weiulwas il, SiL6 


Chassis: Enran TXS2A Standard 
Power Plant: Magna 250 Fusion Engine 
Walking Speed: 54.0 km/h 
Maximum Speed: 86.4 km/h 
Jump Jets: Rawlings 55 
Jump Capacity: 150 meters 
Armor: SimplePlate Manufacturers Type M Standard 
Armor 
Armament: 
2 Defiance B3L Large Lasers 
1 Holilw=S IWRM='5 
1 Defiance Zippo Flamer 
Manufacturer: ARCORI, Defiance Industries 
Primary Factory: Finmark, Noisiel, Baltazar 
Lil, mesjperus ILI 
Communications System: Neil 6000 
Targeting and Tracking System: Octagon Tartrac 
Syscenm € 


Overview: 

Since the Terran Hegemony introduced it in 2510, 
the original models of the Chameleon were th 
premier training battlemechs of known space. With 
the speed and mobility to match most light mechs, 
but the mass and armor to match the forgiving 
handling of heavier ones, backed up by extensively 
configurable electronics that could make its array 
of lasers and machine guns simulate a wide range 


of other weapons and external profiles, the 
Chameleon was the primary late-phase trainer 
ACZOSS ica ntire Inner Spher 


When the LCAF began a bottom-up revision of its 
frontline military equipment procurement in the 
3020s, one of the battlemech roles that received 
particular attention was the cavalry trooper, a 
medium range machine to supplement the 

ECAH Vs long Sule hom Gm Grek kins cs OlkemsoOn 
filled by a reborn Chameleon. 


Capabilities: 

Redesigning the Chameleon chassis as a front-line 
combat machine rather than a training platform, 
Finmark-based ARCORI began by replacing the 
Original Vlar 300 fusion reactor with a smaller 
and lighter Magna 250, granting a new top speed of 
87kph and matching it to Rawlings 55 jump jets for 
a jump range of 150 meters. The classic design's 
array of machine guns and lesser lasers wer 
consolidated to a single Defiance Zippo flamer in 
the left torso, and a Holly-5 long range missile 
rack above the right shoulder. The original 
Cyclops Eye 8cm laser was replaced by a Defiance 
B3L, and joined by a second in the opposite 

arm. A Star League polymer-cooling loop still uses 
ten heat sinks, but has twice the capacity of the 
older model and can cope with most combinations of 
the CLN-7S's weapons. Even the specialized and 
flexible electronic systems were replaced, with 
more robust and field-appropriate models borrowed 
inieOul (Eiealicirslin joicexeluiCicaloim « 


Deployment: Internal Armor 
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Engine: Fusion Engine 250 
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Griffin GRF-2S 


Mass: 55 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 2857 

Cosics 4,927,657 CHL 
ipyaiciele Weulas i, 345) 


Chassis: Earthwerks GRF Standard 
Power Plant: CoreTek 275 Fusion Engine 
Walking Speed: 54.0 km/h 
Maximum Speed: 86.4 km/h 
Jump Jets: Rawlings 55 
Jump Capacity: 150 meters 
Armor: Starshield A Standard Armor 
Armament: 


i Boliwy=15 ILRIM= 115 

1 Defiance B3L Large Laser 
Manufacturer: Defiance Industries 

Primary Factory: Hesperus II 
Communications System: Neil 6000 
Targeting and Tracking System: Octagon Tartrac, 
Systran C 


Overview: 

One of the first designs to fill the void between 
the massive Mackie and the smaller recon 'Mechs, 
the Griffin was considered an advanced design for 
the time. With what the standards of the day 
called the mobility of a recon unit and the 
firepower and armor of a heavy 'Mech, Earthwerks' 
creation reigned supreme on the battlefield for a 
brief period. Then everything else caught up, 
leaving the Griffin filling the role of a mobile 
fire-support unit. 


Capabilities: 

Fast and equipped with substantial long-range 
striking power, the Griffin is a favorite of 
pilots and commanders, particularly in the Lyran 
Commonwealth. With three tons of ammo for the 
missile launcher and ten and a half tons of armor, 
the Griffin has staying power that is only 
amplified by the 2S model's generous heat 
dissipation capacity. If the design has any 
weakness, it is the concentration of weaponry on 
the right side. 


Primary firepower comes from the fifteen-tub 

Holly launcher, with the 'dangerzone' inside the 
LRMs' minimum range covered by an eight-centimeter 
Defiance B3L laser. 


Deployment: 


While more basic models of the Griffin may be 
found literally anywhere in the Inner Sphere and 
Periphery - the only Successor State to not 
produce the design was the now-defunct Capellan 
Confederation - the advanced 2S model is found 
only in the armies of House Steiner. The Lyran 
Commonwealth had favored the design for centuries, 
and as new technology became available, the 
Hesperus-based defense megaconglomerate Defianc 
Industries produced vast numbers of conversion 
kits to upgrade older units to the new standard. 


Enough kits were built to not only convert every 
Griffin in Lyran inventory, but to export hundreds 
to the increasingly-closely aligned Federated 
SUAS < 


Equipment 
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Walking MP: 5 
Running MP: 8 
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Poleaxe POL-4X 


Mass: 55 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Advanced Rules 
Era: Clan Invasion 

Tech Rating/Era Availability: 
Production Year: 3070 

Cosics © 132,782 CBs 
Battle Value: 1,373 


Chassis: Barthwerk GRE Standard 
Power Plant: Core Tek 275 275 Fusion Engine 
Walking Speed: 54.0 km/h (64.8 km/h) 
Maximum Speed: 86.4 km/h (97.2 km/h) 
Jump Jets: Rawlings 55 
Jump Capacity: 150 meters 
Armor: Kallon GuardStar Standard Armor 
Armament: 
1 Diverse Optics Type 3 Large Laser 
2 Diverse Optics Type 2 Medium Lasers 
1 Kallon Clobbermeister Mac 
2 Diverse Optics Type 1 Small Lasers 
Manufacturer: Kallon Industries 
Primary Factory: Talon 
Communications System: Achernar Electronics HICS- 
alll 
Targeting and Tracking System: Federated Hunter 


Overview: 

In 3021, one of the first orders of business for 
the newly formed alliance between the Federated 
Suns and Lyran Commonwealth was to sit the finest 
minds available to Defiance Industries of 
Hesperus, Kallon Technologies, the University of 
Donegal, and the New Avalon Institute of Science 
down together in the same room to examine the 
question of providing both involved states with a 


battlemech that would finally address the ‘point 
blank' combat niche that had become increasingly 
common throughout the Succession Wars. 


The difference in available tools and technology 
between the participating states would lead to the 
adoption of two different designs, but many 
techniques and much institutional knowledge was 
shared between the participants to make the 
machine that the Sian Division troops who were 
issued the first prototypes would dub, with 
backhanded but genuine respect, ‘The Davion 
Justice Device’. 


Capabilities: 

The Poleaxe was deliberately designed as a high 
performance, difficult-to-handle specialist. Based 
on a Defiance-designed adaptation of the long 
serving Griffin chassis, it was fitted with 
computer systems programmed by experts drawn from 
the massive UOD system, and myomers developed in 
the secure labs of NAIS. Kallon, long a leader in 
anti-aircraft platforms and technologies, had 
noted the vulnerability of its flagship products 
to close attack, and was delighted to provide 
production space at its Talon complex. 


The resulting machine has a hundred and fifty 
meter jump range, and a top speed of a hundred 
kilometers per hour, and is armed with an array of 
lasers in three sizes and a heavily reinforced, 
weighted pole designed to be wielded in both of 
the mech's mighty battlefists. A single hit from 
the massive melee weapon was described by one test 
pilot with the onomatapeia 'Whackety-SPLAT' for 
its ability to dismember a decomissioned Phoenix 
Hawk in one messy blunt impact, a joke widely 
adopted by the Poleaxe's users as the type spread 
throughout the AFFS. 


Notable 'Mechs & MechWarriors: 

During the last phase of an extended engagement on 
the planet Harpster,Leftenant Carlie Pinter found 
herself and her POL-4X separated from the rest of 
her lance by the surviving half of a Galedon 
Regulars company. With a damaged leg actuator 
slowing any attempt to retreat, Pinter charged her 
mech into close contact with the Combine 
battlemechs, crushing the chests of two Panthers 
in as many blows of her machine's club, and 
decapitating a Dragon with the third. The 
remaining three Combine mechwarriors poured the 
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full power of their weapons into Pinter's already- 2 Mackiwn Lasers RT 


battered Poleaxe and came within seconds of 
destroying it entirely, before she used a jump-jet 
assisted leap to pounce on one remaining 
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Free Critical Slots: 24 


target, and her lancemates arriv ed to direct 
their own weapons into her tormentors' rear armor. 


Equipment 


Internal Structure: Standard 91 points 
Engine: Fusion Engine 2AUS) 

Walking MP: 5 (6) 
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Jumping MP: 5 Standard 
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Rifleman RFL-3S 


Mass: 60 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Advanced Rules 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosics 4,772,300 CoBaJLils 
ipyaiciele Weulivas i, i 0)s 


Chassis: Kallon Type IV Standard 
Power Plant: Pitban 240 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Jump Jets: None 
Jump Capacity: O meters 
Armor: Kallon Royalstar Standard Armor 
Armament: 
2 Armstrong J-11 Autocannon/5s 
2 Defiance B3M Medium Lasers 
A TOIL G=S) IMS) 
Manufacturer: Trellshire Heavy Indus 
Primary Factory: Twycross 
Communications System: Garret T11-A 
Targeting and Tracking System: Garret D2) 


Overview: 
Conceived of as a medium fire-support platform, 
chronic overheating problems plagued the RFL-1N 
Rifleman following its debut in 2505. The RFL-2N 
corrected some of the issues, but the engineers at 
Kallon Industries thought they could do better. In 
2770 Kallon unveiled the heavier RFL-3N Rifleman. 
Exchanging lasers for an autocannon and 
reinforcing the capability of the Rifleman's 
always excellent electonics, this version was 
manufactured for the Star League in quantity as an 
anti-aircraft specialist. House Steiner's RFL-3S 


model, which debuted in the early 3020s as part of 
an ongoing partnership between Kallon and 
Trellshire Heavy Industries, maintains the 3N's 
anti-aircraft focus, while greatly increasing 
armor and survivability if the specialist platform 
is trapped, or tapped, for direct combat. 


Capabilities: 

In its intended role as a fire-support vehicle, 

the Rifleman excels. The Garret D2) targeting 
system and Armstong J1l autocannon are a deadly 
accurate combination, especially against airborne 
targets. The Rifl eman frequently acts as an anti- 
aircraft platform to provide air defense. In other 
roles, the Rifleman 3S fares less well. While it 
carries moderate armor and ammunition supplies, 
autocannon ammunition must usually be split 
between Flak and anti-mech rounds, leading to 
potential shortages of either. A lack of hand and 
lower armactuators, combined with the minimum 
ranges of its missiles, leaves it vulnerable in 
close combat with other 'Mechs. Like the D2), the 
Garret T11-A communications system is an 
exceptional piece of electronics, but its 
distinctive wing-shaped antenna tends to draw 
enemy fire, which disrupts communications in 
Rifleman units. 


Deployment: 
The RFL-3S is scattered through the heavy and 


assault mech forces of the Lyran 

Commonwealth Armed Forces; most companies have one 
of the machines, providing a covering umbrella for 
their fellows. Unfortunately, while Trellshire 
Heavy Industries' refit program for older 3N 
models is effective, the alterations are 
surprisingly time consuming. With the lightly 
armored 3N Riflemen remaining in service consigned 
to second-line duties while they await their 
upgrades, and new production almost slowed to meet 
the demand for refit kits. 


The LCAF's other air defense platform, the 
quick Sentinel, is pressed into service 
iO isl clas Cjajos. 


Equipment 


Internal Structure: Standard 99 points 
Engine: Fusion Engine 240 
Walking MP: 4 
Running MP: 6 
Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 
Heat Sink Locations: 1 RT 
Gyro: Standard 
Cockpit: Standard 
INGIEWENEOIES 8 18 See rlU/e Ra oH aUA 
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Crusader CRD-3S 


Mass: 65 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Advanced Rules 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 2796 

Cosics S672, 310 Calis 
ipyaicielle Weiullas il, S86 


Chassis: Crucis-b Standard 
Power Plant: Magna 260 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Jump Jets: None 
Jump Capacity: O meters 
Armor: Riese 500 Standard Armor 
Armament: 
1 Arrow IV Missile 
1 Defiance B3M Medium Laser 
2 Holly-4 SRM-4s 
Manufacturer: TharHes Industries 
Primary Factory: Tharkad 
Communications System: Garret T1l1-b 
Targeting and Tracking System: Garret A6 


Overview: 

After centuries of workhorse service as a missile 
support mech starting in 2752, TharHes Industries 
threw all their resources into preparing two new 
models of their flagship Crusader for service in 
the Lyran Commonwealth Armed Forces. One would be 
defeated for its contract by a rival design and go 
down as a footnote in history, while the other 
would be accepted for full production, and go down 
as one of the Kings of Battle. 


Capabilities: 

The traditional Crusader layout combines a number 
of symmetrical weapon mounts - short range 
missiles firing from the hips, lasers and/or 
machine guns in the arms, and long-range missiles 
from the shoulders. The CRD-3S retains the hip 
missiles and one of the arm lasers, but dispenses 
with the LRMs, instead devoting a full twenty tons 
to carrying a bazooka-like Arrow IV Artillery 
Missile Launcher, and twenty-five rounds of its 
ammunition. With that weapon, the new Crusader 
added a formidable artillery component to the 
battlemech regiments it was assigned to, and the 
primarily external housing of the new main 
weapon's system made the production of conversion 
kits for existing Crusaders relatively quick and 
straightforward. 


Deployment: 


CRD-3S Crusaders are found in every Lyran 
battlemech regiment, including lance-strength 
groups in militia postings. Frontline regiments at 
full establishment strength field nine Crusaders, 
usually deployed in the battalion command lances. 


Variants: 

The CRD-4D is a Davion produced Crusader variant 
inspired by but not directly based on the 3S. 
Lacking the ability to produce the ammunition for 
the 3S's Arrow IV, the 4D was fitted with a 155mm 
Thumper Artillery gun in a very similar external 
mount and forty rounds of ammunition. Retaining 
the Crusader 3D's twelve tons of armor allowed the 
Davion tech teams to fit the mech with jump jets. 


BattleForce Statistics 
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Engine: Fusion Engine 260 i SRM 1/1/0 

Walking MP: 4 

Running MP: 6 

Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 
Gyro: Standard 3.00 
Cockpit: Standard S00 

Actuators: L: SH+UA+LA+H R: SH+UA+LA+H 
Armor: Standard Armor AV - 208 135 0G 
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Thunderbolt TDR-6S 


Mass: 65 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosics S616, 710 CoB JLils 
Battle Value: 1,461 


Chassis: Earthwerks TDR Standard 
Power Plant: Magna 260 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Jump Jets: None 

Jump Capacity: O meters 
Armor: Ryerson 150 Standard Armor 
Armament: 

1 Magna Hellstar PPC 

i mi@likw=-i15 TAMAR iL5 

3 Defiance B3M Medium Lasers 

1 Holly-4 SRM-4 

3 Brigadier M100 Machine Guns 
Manufacturer: Earthwerks Incorporated 

Primary Factory: Sudeten 
Communications System: Neil 8000 
Targeting and Tracking System: RCA Instatrac Mark 
x 


Overview: 

First produced in 2491, the Thunderbolt—or T-Bolt 
as it is affectionately known—-is a familiar sight 
throughout the Successor States. One of the first 
"Mechs designed for planetary assaults, it is 
renowned for its heavy firepower. Though later 
superseded by larger and more advanced designs, 
the Thunderbolt's excellent design and fearsome 
reputation has kept it in production. The new 


Lyran TDR-6S model is one of several heavy and 
"fast assault' mechs with uncertain futures, but 
its long legacy of solid performance makes it one 
of the frontrunners for survival. 


Capabilities: 

A formidable upgrade of what was already one of 
the Inner Sphere's best-armed heavy BattleMechs, 
the TDR-6S's armament is surprisingly little 
changed. While every individual weapon on the 
handful of new-built 6S's has been replaced, for 
the most part the new weapons are functionally 
equivalent models already present in the LCAF's 
rationalized inventory. Older Delta Dart LRM-15s 
are replaced by new Holly-15 units, Diverse Optic 
Type 18s replaced by Defiance B3Ms. Less subtle 
are the additional machine gun - now Brigadier 
M100s — and the switch from a two-tube Bical SRM 
launcher to a Holly fourpack, and the replacement 
of the Sunglow 8cm laser with a Magna Hellstar 
particle-projection cannon. 


= 


[The tonnage for these expansions of the 
Thunderbolt's armament come, on the surface, from 
the elimination of four of the 5S model's fifteen 
heat sinks - which in turn is made ultimately 
possible by the upgrade to Star League double- 
capacity freezers. Kit-converted TDR-6S 
Thunderbolts, the majority of the units in 
service, retain their original models of medium 
laser and LRM launchers. New mechs can be 
distinguished by the angular mounts of the Holly 
missile launchers. 


Deployment: 


Lyran Commonwealth Armed Forces front-line heavy 
companies use their Thunderbolts as flexible 
utility players, providing cover and support to 
more specialized mechs. Though rarely found in 
large numbers in any given unit, they are widely 
spread and popular with their operators. 


Additional: 

New-build TDR-6Ss are highly reliable, 
well-established workhorse design, but software 
glitches tend to plague those converted units that 
still retain parts of their original weapons 
outfit. Senior Thunderbolt pilots, who almost 
always have those mechs, are as a result deeply 
suspicious of the upgrade program, despite the 
improved heat-handling. 
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Equipment 


Internal Str ure: Standard 104 points 
Engine: Fusion Engine 260 
Walking MP: 4 
Running MP: 6 
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Archer ARC-3S 


Mass: 70 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 2915 

Cosics ©, 163,973 CHB Jlils 
Battle Value: 1,452 


Chassis: Earthwerks Archer Standard 
Power Plant: VOX 280 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Jump Jets: None 
Jump Capacity: O meters 
Armor: Maximillian 100 Standard Armor 
Armament: 
2A WOIIV=1S LMA 15s 
3 Defiance B3M Medium Lasers 
2 Holly-4 SRM-4s 
Manufacturer: Defiance Industries 
Primary Factory: Alarion, Carlisle, Hesperus 


I 

Communications System: Neil 9000 

Targeting and Tracking System: RCA Instatrac Mark 
XII 


Overview: 

The Archer, with its low-slung torso, massive 
fists, and missile-bay coverings, has one of the 
most recognizable BattleMech profi les. Designed 
for heavy-hitting, long range brawling, and fire- 
support, production commenced in 2474, and despite 
the carnage of the Succession Wars, the newest 
model of the Archer, House Steiner's ARC-3S, was 
chosen over an updated Crusader model to become 


the primary missile support platform for the 
LCAF's heavy battlemech companies. 


Capabilities: 

The core of the Archer's firepower has always laid 
in its long-range missile launchers, and the ARC- 
3S retains that strength with a pair of chest- 
mounted Holly-15s, each fed by a full twenty-four 
salvos of ammunition. Inside the minimum range of 
its main battery, the 3S can still defend itself 
with a Defiance B3M medium laser in either arm, 
along with a pair of chest-mounted Holly-4 SRM 
launchers and a third B3M in a rear turret. 


Compared to older Archer models, and particularly 
relative to its immediate predecessor in LCAF 
Sean ekeey ae nem Ce Saas nom Nn Co SMe nics mans Hem Welle ure cerenn @nte 
and vastly increased endurance for its main 
missile launchers, but has only half the 
ammunition provided for its SRM launchers. This 
was a late change in the design process; The LCAF 
specifically requested that one ton of missile 
stowage be redirected to serving the LRM 
launchers, citing the need to concentrate on the 
Archer's tactical purpose of fire support. 


Deployment: 


With Defiance Industries and two subcontractors 
producing the new Archer and its conversion kits, 
the design has become almost ubiquitous in heavier 
Lyran formations, even to the point of appearing 
as a filler ‘mech in less-well-supported assault 
companies. 


Equipment 
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Armor: Standard Armor AV - 208 
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Warhammer WHM-6S 


Mass: 70 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Enaele \bLohonme) ely 4-t-h arene) 020) 

COSIES ©, 629,433 CBs 
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Chassis: StarCorps 100 Standard 
Power Plant: VOX 280 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Jump Jets: Rawlings 50 

Jump Capacity: 120 meters 
Armor: Leviathon Plus Standard Armor 
Armament: 

2 Magna Hellstar PPCs 

1 Holly-6 SRM-6 

4 Defiance B3M Medium Lasers 

2 Brigadier M100 Machine Guns 
Manufacturer: Olivetti Weaponry 

Primary Factory: Sudeten 
Communications System: O/P 3000 COMSET 
Targeting and Tracking System: O/P 1500 ARB 


Overview: 

After almost five centuries of stalwart service, 
smashing any foe put before it, StarCorps' aptly- 
named Warhammer has become one of the defining 
benchmarks of the heavy weight class of 
battlemechs. It has given sterling service to 
princes and pirates, to the Amaris Empire and the 
Star League Defense Force's Gunslinger Program. 
Though production in Lyran Commonwealth space has 
fallen sharply as the LCAF considers which of its 
plethora of heavy battlemech options it wishes to 


retain, the WHM-6S is the apex of the chassis' 
GINS; IAAL ICOUEY/ 5 


Capabilities: 

The primary weapons specified for the WHM-6S are a 
pair of boxy Magna Hellstar PPCs, though refit- 
origin examples can be distinguished by the longer 
cylindrical barrels of their retained Donals. 
Short-range firepower, from a quartet of 5cm 
lasers and a Holly-6 SRM launcher, is even 
greater, and is easily brought to bear using the 
new Warhammer's jump jets. Anti-infantry cover 

is provided by a pair of Brigadier M100 machine 
guns, while protection comes from twelve and a 
half tons of standard plate - two and a half more 
than on the classic WHM-6R. 


The formidable cooling needs of the mech are 
handled by a circuit of eleven Star League 
advanced heat sinks, but even with all that they 
can do, Warhammer pilots are strongly advised to 
stick to either long or short ranged batteries, 
never both at once. 


Deployment: 


Despite some uncertainty in higher circles in the 
LCAF about which of the variety of heavy 
battlemechs available to them can be done without, 
Olivetti's upgrade program for the Warhammer has 
produced a formidable battlemech that front-line 
commanders are always glad to have access to. 
Warhammers have becom xceedingly rare in the 
interior of the Lyran Commonwealth - because all 
of them are on the borders, directly facing the 
FWLM and DCMS. 


BattleForce Statistics 
Equipment Ms = 45 S (FO)= 3M Gj] 3 ih (Fae 2m (ré)= C 
Wes 3 Ov = 2 Manors 7 POuMESs IS Sicwuccures 6 
Imcernal Stmuccurss, Sivaimcleiecl O77 jxoumes 5 Special Abilities: SRCH, ES, SEAL, SOA 
Engine: Fusion Engine 280 
Walking MP: 4 
Running MP: 6 
Jumping MP: 4 Standard 
Wu Jae loceeiemss 2 iil, 2 II 
ieaic Silialkess Drowilole lskeveyic Saliale Ili (22) 
Gyro: Standard 
Cocks Sicaimcleiccl 
AC eMEcOres 8 IS SlerrUVAsPiLyA IRS SleleFlUVAsrilyA 
Armor: Standard Armor AY = 20C 


Internal Armor 
structure Factor 


Head 

Center Torso 
Center Torso (rear) 
L/R Torso 

L/R Torso (rear) 
L/R Arm 

i/R Leg 


Equipment Location Spaces 
BP RA 3 


PEC LA 
Machine Gun RT 
2 Medium Lasers RT 
SRM-6 
Machine Gun 

2 Medium Lasers 
@SRM-6 (15) 

@MG (1/2) (100) 
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Marauder MAD-3S 


Mass: 75 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

COSIES O75, 7/50 CoB Jlils 
ipyaiciele Weules il, @s4 


Chassis: GM Marauder Standard 
Power Plant: Vlar 300 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Teme JIeesg Nene 
Jump Capacity: O meters 
Armor: Valiant Lamellor Standard Armor 
Armament: 
2 Magna Hellstar PPCs 
il BlOllyw=15 Aw iL5 
2 Defiance B3M Medium Lasers 
Manufacturer: General Motors, Independence 
Weaponry 
Primary Factory: Kathil (GM), Quentin 
(Independence) 
Communications System: Dalban Micronics 
Targeting and Tracking System: Dalban Hi-Rez 


Overview: 

When it was unveiled, the Marauder was hailed as 
one of the pinnacles of BattleMech design, one of 
the first 'Mechs to step away from the purely 
humanoid bodytype and embrace a more menacing 
appearance. The 'Mech quickly became popular as a 
command vehicle,and throughout the Succession Wars 
many battalion and regimental commanders made 
their Marauders their second homes on the 
battlefield. During the years of the Star 


League the Marauder was a favorite of both the 
SLDF Gunslingers and the Kuritan ronin they faced. 


Capabilities: 

Designed as a frontal assault 'Mech, the MAD-3S 
Marauder retains its predecessors' ability to 
shatter enemy defenses from long range. A matched 
gauntlet on each arm contains a Magna Hellstar PPC 
and a Defiance B3M medium laser, while a fifteen- 
tube battery of Holly-pattern LRM launchers allow 
indirect and longer-ranged supporting fire. The 
sleek design of the torso is designed to create 
high deflection angles on weapons fire incoming 
from directly ahead, shedding damage in oblique 
ricochets, but this comes at the cost of increased 
vulnerability from the sides. A cooling grid of 
fourteen double-capacity heat sinks means that 
only a full alpha strike from every weapon mounted 
can even budge the dial; most pilots choose to 
engage a given target with the PPCs and one or the 
other of the LRMs and lasers, remaining ice-cold 
aie GULL jeans}. 


Bowie Industries, in creating the MAD-3S upgrade, 
went to considerable lengths to rework and improve 
the Marauder's electronic support. The new 
computers and their components skirt the edge of 
what the LCAF defines as available for field 
deployment. Bowie hopes that this will distinguish 
their offering as the LCAF's command mech of 
choice, and prevent the order to retool for 
another company's design in the name of 
standardization. 


Deployment: 
The LCAF's deployment of the MAD-3S mirrors the 


classic pattern seen in most militaries" use of 
the Marauder chassis - it's usually seen as a 
supporting element in attack lances, or as a 
battalion or regimental level command mech. 


Reviews have been positive, particularly of the BattleForce Statistics 

heat management capabilities. MV: = 4 S (4+0)= 3M (4+2)= 4 L (+4)= 3 E (+6)= 0 
Wt. 3 Ov = 0 Armor: 7 POimess lo Seruccwmiaas 
Special Abilities: SRCH, ES, SEAL, SOA, IF 1 


Equipment 


Internal Structure: Standard 114 points 
Engine: Fusion Engine 300 
Walking MP: 4 
Running MP: 6 
Jumping MP: 0 
naa Silialesis Droiwilolle Iskeveric (Saline ile! (243) 
Heat Sailiak locaicioass 2 Lal 
Gyro: Standard 
Coeclkjoulies Sicencleiccl 
AGICMEICOrS 8 Ibs SlarrUAsriLys Re SHtUATEA 
Armor: Standard Armor AY = Zils 


Internal 
Structure 


Head 

Center Torso 
Center Torso (rear) 
L/R Torso 

L/R Torso (rear) 
L/R Arm 

i/R Leg 


= 


z 


Equipment Spaces 
PEC 3 
Medium Laser 
PRC 
Medium Laser 
LRM-15 
@LRM-15 (16) 


Free Critical Slots: 30 


Zeus ZEU-7S 


Mass: 80 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 2898 

Cosics 7,902,120 CBJ 
piece Weulwas i, 625) 


Chassis: Chariot Type III Standard 
Power Plant: Pitban 320 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Teme Jess Neme 

Jump Capacity: O meters 
Armor: Valiant Lamellor Standard Armor 
Armament: 

1 Magna Hellstar PPC 

i BOI ywWeilS IRMA i5 

1 Armstrong J-11 Autocannon/5 

2 Defiance B3M Medium Lasers 
Manufacturer: Defiance Industries 

Primary Factory: Hesperus II, Furillo, 
Kwangjong-Ni 
Communications System: TharHes Calliope ZE-2 
Targeting and Tracking System: TharHes Ares-7 


Overview: 

The Zeus was first built by the Lyran Commonwealth 
in 2787, at the very dawn of the Succession Wars. 
Built at the request of the Lyran Commonwealth 
Armed Forces as a new light-assault 'Mech designed 
to engage th nemy at long range and perform hit- 
and-run attacks, the Zeus was fast enough to keep 
up with most heavy 'Mechs, and had the sturdy 
frame, firepower, and armor to be equally capable 
of defeating them. Its use of reliable and easily 


modified systems at a time when most 'Mechs were 
built with cutting-edge technology also proved 
fortuitous, allowing the Zeus to remain in 
production long after many of its rivals had been 
crippled or rendered extinct by the LosTech 
phenomenon. 


Capabilities: 

With fifteen and a half tons of standard armor, 
the new ZEU-7S is a superbly protected heavy 
combat platform. It mounts an 80mm Armstrong 
autocannon in the left arm, a Magna Hellstar 
particle projection cannon in the left torso bay, 
and a pair of Defiance B3M medium lasers fixed 
forward in the center torso. The original Coventry 
Star Fire LRM-15 mount had never been entirely 
satisfactory, and Defiance designers took the 
opportunity imposed by the LCAF's desire to 
standardize on the highly modular Holly series to 
replace the maintenance-intensive Star Fire with a 
simpler mount. The old shock-braced punch core is 
now the anchor for a wrist actuator and associated 
battlefist, while the angular Holly mount is 
carried outboard and alongside. 


Deployment: 

Though already common in the LCAF, production of 
the Zeus has actually increased, even with the 
need to convert older machines to the new ZEU-7S 
standard. ARCORI, operating as a Defiance 
subcontractor, has recovered and reactivated a 
former Rim Worlds battlemech plant on the world of 
Kwangjong-ni, and output at Defiance's Furillo and 
Hesperus II plants has increased. A bare handful 
of Zeuses hav ven filtered out of the frontline 
regiments into militia service, and it is 
ironically those units that have provided the 
Majority of the new model's combat experience, 
against pirates and other raiders. 


Equipment 


Internal Structure: Standard 122 points 
Engine: Fusion Engine 320 

Walking MP: 4 

Running MP: 6 

Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 
Gyro: Standard 
Cockjies Sicainclaiccl 

AC EME Ss 8 Is SlerrUVAspibyA R: SH+UA+LA+H 
Armor: Standard Armor IE = 2a 


Internal Armor 
structure Factor 


Head 3 
Center Torso 38 
Cemeeir WorS@ (wees) 12 
L/R Torso 26 
L/R Torso (rear) 8 
L/R Arm 26 
/R Leg 34 


uilpment Location Spaces 
LRM-15 RA 3 
Autocannon/5 LA 


PIC ely 
2 Medium Lasers CT 
@AC/5 (20) LA 
@LRM-15 (16) RT 
mee Cricilecall Silkocss 33 


BattleForce Statistics 

Myo = 4 § (F0)= SM G2)= 4h |/a4)= 3 @ EGHeh= C 
Wt. 4 Ov = 0 Armor: 8 Poilmess IG Siticwecures 6 
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Battlemaster BLR-2S 


Mass: 85 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

COSIES tp S0,S9S CoB JLils 
Battle Value: 1,785 


Chassis: Hollis Mark X Standard 
Power Plant: VOX 340 Fusion Engine 
Walking Speed: 43.2 km/h 
Maximum Speed: 64.8 km/h 
Tum JITSes3g Neme 
Jump Capacity: O meters 
Armor: Starguard Standard Armor 
Armament: 
1 Magna Hellstar PPC 
i mo@llyw=-15 RMR iL5 
8 Defiance B3M Medium Lasers 
2 Defiance Zippo Flamers 
Manufacturer: Trellshire Heavy Industries, Red 
Devil Industries 
Primary Factory: Twycross, Pandora 
Communications System: HartfordCo COM 4000 
Targeting and Tracking System: HartfordCo XKZ 1 


Overview: 

Versatile, powerful, and photogenic, the 
BattleMaster was one of the best known BattleMechs 
in existence almost from its debut in 2633. One of 
the largest and most powerful mechs in the Star 
League Defense Force, Hollis Industries' 
brainchild could be manufactured on only a handful 
of worlds even in its heyday, but the result was 
reliable, well armed, and well armored, equally 
adept anchoring an assault lance or serving as a 
command vehicle. 


The downside of that power and sophistication 
meant that even in its best days, the BattleMaster 
was produced in only modest numbers, and output 
fell throughout the Succession Wars until only a 
trickle emerged from the Lyran Commonwealth's 
factories on Twycross and Pandora. Upgrading those 
production lines to the volume the LCAF would 
require for more general issue was a costly 
prospect, enough so that the initial contract in 
the 3020 plan was for only an upgrade kit, for 
evaluation. 


Capabilities: 

Primary firepower for the BLR-2S model comes from 
a massed battery of no less than six 5cm Defiance 
B3M lasers, and the double-capacity heat sinks to 
fire all of them in unison. Two more are rear 
mounted, to cover the mech's vulnerable quarter 
against agile scouts and strikers. 


At longer ranges, outside the lasers' relatively 
limited range, a Magna Hellstar PPC is supported 
by a fifteen-tube Holly long-range missile 
launcher. Anti-infantry firepower comes from a 
pair of Defiance Zippo flamers mounted by the left 
wrist, and general protection comes from sixteen- 
and-a-half tons of standard armor composites. 


Deployment: 


The successful refit kit saw most of the LCAF's 
Battlemasters brought up to an advanced technical 
standard, and commanders in front-line deployments 
clamored for as many of the fast assaults as they 
could get. The General Staff's opinion of the 
machine was distinctly cooler; while the existing 
units were deployed to the front lines, there was 
considerable doubt as to the cost-effectiveness of 
procuring more at the accelerated rates of the 
day. 


BattleForce Statistics 
Equipment Mvs = 4 § (FO)S= SM Gj] 3 ih (FejS= 2m Gro)= C 
Wt. 4 Ov = 2 Armor: 9 POuimess Ile Scmuccumes 7 
Internal Structure: Standard 130 points 5 Special Mowiluwciess SINC, mS, SWVAln, SOA, I i 
Engine: Fusion Engine 340 

Walking MP: 4 

Running MP: 6 

Jumping MP: 0 
Hieac Saiakss Dewlole eee Siti 10) (20) 
Gyro: Standard 4.00 
Cockpit: Standard S00 

ANC IEMIENEOe S 8 L: SH+UA+LA+H R: SH+UA+LA+H 
Armor: Standard Armor NY AOS) 6 - BO: 


Internal 
SHewuUGIcC wiIES 


Head 
Center 


z 


Torso 
Torso (rear) 


A 


Torso (rear) 
Arm 
1E9G 


Equipment Location Spaces 
PC RA 3 

Flamers LA 2 

Medium Lasers RT 3 

) Medium Laser 


Medium Lasers 
) Medium Laser 


LRM-15 
@LRM-15 (16) 
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Longbow LGB-1S 


Mass: 85 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

Cosics 7,437,925 CBs 
ipyayicielle Wellies il, eed! 


Chassis: StarCorp 100 Standard 
Power Plant: Strand 255 Fusion Engine 
Walking Speed: 32.4 km/h 
Maximum Speed: 54.0 km/h 
Teme Jess Nene 
Jump Capacity: O meters 
Armor: StarSlab/9.5 Mk II Standard Armor 
Armament: 
A WOIIg=20 LRMH=20s 
2, Wi@JLIyy— 10) ThieMI= ILO}; 
2 Defiance B3M Medium Lasers 
Manufacturer: StarCorps Industries 
Primary Factory: Loburg 
Communications System: Irian TelStar 
Targeting and Tracking System: Octagon Tartrac 
Sysicens C 


Overview: 

StarCorps developed the Longbow as a superior fire 
support 'Mech and the Free Worlds League's answer 
to the Archer, which the Terran Hegemony carefully 
guarded during the Age of War. Despite the 
destruction of the Succession Wars, two factories 
have survived to the current day, and a third has 
been nearly rebuilt after suffering serious damage 
during Duke Anton's Revolt in 3014. While not a 
popular 'Mech with pilots, the availability of the 
Longbow and its spare parts has kept sales steady. 


The Lyran Commonwealth's Loburg plant, granted 
access to advanced Star League heat sink 
technology to handle the design's thermal load, 
rebuilt their products as fire support units 
specifically suited for the Commonwealth's heavy 
assault companies. 


Capabilities: 

The LGB-1S Longbow has modest armor for a mech its 
size at thirteen point five tons of standard 
plating, and a stately top ground speed of fifty- 
iOue Kol, lcs Cooling Cajoaciiny us) Ihimicecl ico wae 
ten heat-sinks built into its reactor, though 
those are of the advanced Star League type, and it 
Carries only two 5cm Defiance B3M lasers for close 
self-defense. 


The remaining forty-two tons of its mass are 
devoted to carrying sixty long-range missile 
tubes, in the form of two Holly-20 and two Holly- 
10 mounts, and no less than twelve tons of 
ammunition to supply those launchers with a full 
twenty-four salvos each. 


The Longbow 1S is the most powerful fire support 
platform ever fielded in the Inner Spher 


Deployment: 


The Lyran Commonwealth has concentrated its 
Longbows exclusively into the dedicated assault 
companies of its frontline regiments. Each fire 
lance for these companies has two or three 
Longbows, giving the company commander an 
indirect-fire hammer sufficiently potent that some 
assault-unit leaders have begun to make it a point 
of pride to do without artillery support - saying 
that their Longbows are enough. 


BattleForce Statistics 
Equipment MWS = 3 § (FO)S= SM Gaj=] 4 ih (FAH Sm Gre)= C 
We, 4 Ov = 2 Manors 7 POulMmeSss 7 Semuccumes 7 
Internal Structure: Standard 130 points é Goeecial Mowiiveiess SRC, mS, SHA, SOA, LAM 2/3/33, 
Engine: Fusion Engine 255 , re 3 

Walking MP: 3 

Running MP: 5 

Jumping MP: 0 
Heat Sinks: Double Heat Sink 10(20) 
Gyro: Standard 
Cockpit: Standard 

AC EMEICO~Sss Ie Sls IRS SilelarlUVA 
Armor: Standard Armor AV = Zils 


Internal 
Structure 
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Center Torso (rear) 
L/R Torso 

L/R Torso (rear) 
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uilpment Location Spaces 
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Stalker STK-3S 


Mass: 85 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Production Year: 3025 

CoOsics Tress, 825 CBJ 
Battle Value: 1,780 


Chassis: Titan Hl Standard 
Power Plant: Strand 255 Fusion Engine 
Walking Speed: 32.4 km/h 
Maximum Speed: 54.0 km/h 
Teme Ieesg Nene 
Jump Capacity: O meters 
Armor: Valiant Lamellor Standard Armor 
Armament: 
2 Magna Hellstar PPCs 
2, Wi@ ILI 110) ThieiMl= ILO} 
6 Defiance B3M Medium Lasers 
2 Holy 4 SRMS Ais 
Manufacturer: Trellshire Heavy Industries 
Primary Factory: Twycross 
Communications System: Cronol PR 
Targeting and Tracking System: Spar 3c Tight Band 


Overview: 

In 2594, the engineers of Triad Technologies 
created the Stalker as a heavy assault Battlemech 
for the Reunification War. Slow, heavily armored, 
and capable of handling combat at any range, the 
Stalker was the design used to pioneer the Assault 
"Mech's urban combat tactic, of lying in wait 
inside a building until a target passed, then 
crashing through the walls and emerging into the 
street behind them. 


The collapse of Triad Technologies in the 
Succession Wars did not end production of the 
Sitallikeie, ifoie ikommMeic SUOCOMERACILOIeS ILicietia 
Battlemechs Unlimited and Trellshire Heavy 
Industries kept building the design for the Free 
Worlds League and Lyran Commonwealth. When a 
technological renaissance swept through the latter 
state, the mainstay of their assault companies was 
inevitably on the list for upgrades. 


Capabilities: 

Trellshire Heavy Industries began by replacing the 
older Stalker's twenty heat sinks with a mere 
fourteen advanced models that had twice the 
individual capacity. Armor protection was 
increased by a ton, to fourteen and a half tons, 
while the Thunderstroke SRMs were replaced by 
slightly lighter Holly-4s that shared a single ton 
of ammunition. The Jackson B5c LRM launchers were 
marked for replacement with Holly-10 models of 
Similar performance, for standardization reasons, 
but existing mechs were allowed to keep their 
older launchers until they failed. Two additional 
tons of LRM ammunition were included to supply 
them. 


Similarly, many Stalkers kept their old Magna Mk 
II medium lasers, though the additional weapons to 
increase the total carried to six were the 
Defiance B3Ms specified in the new standards. 
Trellshire Heavy Industries designed a 
modification to the mounting points that allowed 
them to painlessly carry either as they were 
available. 


Finally, the Stalker's 'main guns', Magna Mk III 
8cm lasers, were replaced by larger, more 
destructive Magna Hellstar PPCs. 


Deployment: 
Even with the need to produce conversion packages Equipment LOGALLOM Spaces 
for the plentiful existing examples in Lyran Medi Lasers RA 3 
service, Trellshire Heavy Industries' efforts to LRM-10 RA 
upgrade its production facilities were enough to Mackivn Lasers 
keep Stalker production ahead of the rapid ALG 
expansion of the LCAF. The 'mech remains the 
second most common assault-weight design in the 
Commonwealth, only after the iconic Zeus, and can 
be found in numbers in every front-line assault 
company. 


[= IRS) [Re f= Ge) I too) Tsoi Gar Ih) 
[—! IRS) TRS) ISS) 8) Io) a) (Gal (29) (Gal (eo) 
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Car 
Equipment Free Critical Slots: 16 


Internal Structure: Standard 130 points : BattleForce Statistics 

Engine: Fusion Engine 255 3 ie = on Sine i (ea OP i tae OO 
Walking MP: 3 Wt. 4 Ov = 3 Armor: 8 POoimess ils Serumeunieag 7 
Running MP: 5 Soecial Aouiiciess SINCE, IS, SEV, SOA, IF il 
Jumping MP: 0 

Heat Sinks: Double Heat Sink 14 (28) 
ra@eic Sink locacionss 2 lm, Z IRW 

Gyro: Standard 

Cockpit: Standard 
ACIEMEICOrSs Ibs SleqPUsA ING Sle 

Armor: Standard Armor DY = Z2SzZ 


Internal Armor 
Structure lc Kounona 


Head 3 
Center Torso 2 
Center Torso (rear) 

L/R Torso 18 
L/R Torso (rear) 

L/R Arm 14 
/R Leg 18 


Atlas AS8-S 


Mass: 100 tons 

Tech Base: Inner Spher 
Chassis Config: Biped 

Rules Level: Tournament Legal 
Era: Succession Wars 

Tech Rating/Era Availability: 
Phaexelibkeeskoyal Saeyelias) —S)0)25) 

Cosics 9,626,000 CoB JLils 
Battle Value: 2,007 


Chassis: Foundation Type 10X Standard 
Power Plant: Vlar 300 Fusion Engine 
Walking Speed: 32.4 km/h 
Maximum Speed: 54.0 km/h 
Jump Jets: None 
Jump Capacity: O meters 
Armor: Durallex Heavy Special Standard Armor 
Armament: 
BOlIW=20 LRM=2C 
Defiance RotaStorm Autocannon/20 
Defiance B3L Large Lasers 
Defiance B3M Medium Lasers 
Defiance Zippo Flamers 
Manufacturer: Defiance Industries 
Primary Factory: Hesperus II 
Communications System: Angst Discom 
Targeting and Tracking System: Angst Accuracy 


Overview: 

"A "Mech as powerful as possible, as impenetrable 
as possible, and as ugly and foreboding as 
conceivable, so that fear itself will be our 
ally." With those words, Aleksandr Kerensky, head 
of the Star League Defense Force launched the 
design competition that would create the Atlas and 
several other of the Inner Sphere's most 
formidable assault 'mechs. The basic AS7-D Atlas 
model was simple enough to remain almost untouched 


throughout the Succession Wars; it was not until 
late 3023 that Defiance Industries unveiled th 
first substantial upgrade of the basic platform. 


Capabilities: 

The AS8-S carries as its primary weapon a brand- 
new Defiance RotaStorm Class 20 revolver 
autocannon designed to fire 25-round bursts of 
standard 80mm ammunition. The slimmer design 
allows a cooling jacket to be fitted and 
substantially eliminates the overheating issues 
that plagued the older 'Mech Hunter autocannon 
design used in AS7 models, though the new model is 
instead plagued with jams. 


Refit kits routinely replace the installation; the 
"Mech Hunter's 165mm ammunition is no longer 
stocked by front-line Lyran regiments. In total, 
375 rounds of 80mm are carried, along with 360 
long-range missiles for the Holly-20 

rack. The increased profile of the Holly mount 
over the original FarFire Maxi-Rack is partially 
managed by expanding the housing upwards, creating 
an asymmetric bulge in the 'mech's left shoulder, 
and partly by eliminating the Thunderstroke SRM 
launcher. 


Rear defense is still provided by two center-rear 
mounted Defiance B3M medium lasers, while the arm 
lasers have been upgraded to 8cm Defiance B3Ls, 
and fitted with coaxial flamers for defense 
against infantry. 


Deployment: 
One of the last of the LCAF's upgraded 'mechs to 


be brought into production, the Atlas is still 
rare; only about half of the LCAF has received 
their upgrade kits or new examples, and the 
General Staff have concentrated their issue on the 
Combine border. 


Equipment 


Internal Struct 
Engine: Fusion 
Walking MP: 
Running MP: 
Jumping MP: 
Heat Sinks: 
Gyro: Standard 
Cockpoilies Sicamca 
ANGIEWENEOIES S 
Armor: 
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BattleForce Statistics 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE D 
Type: Ohka Missile Tank MRM 


Movement Points: Tonnage: 30 

Cruising: 5 Tech Base: Inner Sphere 
Flanking: 8 Rules Level: Standard 
Movement Type: Tracked 

Engine Type: 150 ICE 


Weapons & Equipment Inventory 
Qty Type 
1 MRM 20 


Gunnery Skill: 


Commander Hit 
Modifier to all skill rolls 


(hexes) 
Min Sht Med Lng 
— 3 8 15 


Loc 
TU 


Dmg 
1/Msl [M,C] 


CRITICAL DAMAGE 


Turret Locked 


O Turret O 


Rear 


Ammo: (MRM 20) 12 


BV: 477 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GRO 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 


BATTLETECH 


Driving Skill: 


(+) Driver Hit 


Modifier to Driving skill rolls 


Left Side Armor (17 ) 


OO Engine Hit 


Sensor Hits 
Motive System Hits 
Stabilizers 
Front  (() Left OO Right 


COMBAT VEHICLE CRITIC 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(20 ) 


O 
C) 


a) 


Rear Armor 
(14) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL 
2-5 
6-7 
8-9 


EFFECT* 

No Effect 

Minor damage; +1 modifier to all Driving Skill Rolls 
Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 

Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 

Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


ABLE 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 
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(ZL) JowsyY apis jyubrRYy 


BATTLETEC 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE D 
Type: Ohka Missile Tank Momobana (LRM) 


O Turret O 


Rear 


Ammo: (LRM 10) 12, (Machine Gun) 100 


BV: 457 


) 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GRO 


COMBAT VEHICLE CRITI 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 


Movement Points: Tonnage: 30 , - F 
ae G Skill: Di Skill: 
Cruising: 5 Tech Base: Inner Sphere EN OS eet ee 
Flanking: 8 Rules Level: Introductory 
Movement Type: Tracked Commander Hit (+) Driver Hit 
Engine Type: 150 ICE Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
1 LRM 10 TU 1/MsI[M,C,S] 6 7 14 21 CRITICAL DAMAGE 
Lees i hetal Bi: SEM) Sl eS Turret Locked © Engine Hit 
1 Machine Gun TU 2[DB,Al] = 4 2 3 Sensor Hits 
Motive System Hits 
Stabilizers 
Front  (() Left OO Right 


Weapon Malfunction 
Cargo/Infantry Hit 


Weapon Destroyed 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(20 ) 


al 


O 
C) 


a) 


(ZL) JowsyY apis jyubrRYy 


Left Side Armor (17 ) 


Rear Armor 
(14) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


Cc ABLE 


REAR 
No Critical Hit 


TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 


Engine Hit 
Ammunition** 
Fuel Tank* 
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ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(20 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE D 
Type: Ohka Missile Tank Ume AD (AC2) 


Movement Points: Tonnage: 30 

Cruising: 5 Tech Base: Inner Sphere 
Flanking: 8 Rules Level: Introductory 
Movement Type: Tracked 

Engine Type: 150 ICE 

Weapons & Equipment Inventory (hexes) 

Qty Type Loc Dmg Min Sht Med Lng 
1 Machine Gun FR 2 [DB,Al] — 1 2 3 
1 AC/2 TU = 2/[DB,S] 4 8 16 24 


Gunnery Skill: Driving Skill: 


Commander Hit (+) Driver Hit 


Modifier to all skill rolls Modifier to Driving skill rolls 


Left Side Armor (17 ) 


CRITICAL DAMAGE 


Turret Locked OO EngineHit O 
Sensor Hits 


Motive System Hits 
Stabilizers 


Front () Left O Rit O 
Rear O Turret O 


(ZL) JowsyY apis jyubrRYy 


Ammo: (AC/2) 45, (Machine Gun) 100 


Rear Armor 
BV: 369 (a) (14) 


GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE 


ATTACK DIRECTION 2D6 ROLL EFFECT* 
FRONT REAR SIDES 2-5 No Effect 
Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Frontt Reart Sidet Driving Skill Rolls 
Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up), 
Front Rear Side +3 modifier to all Driving Skill Rolls 
Front Rear Side 12 Major damage; no movement for the rest of the game 
Front Rear Side (critical)* Vehicle is immobile. 
Left Sidet Right Sidet Reart 
Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier: 
Turret Turret Turret Hit from rear +1 Tracked, Naval +0 
Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 


z F ; . . modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a +1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 


once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be 


A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
yas ae ; to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. addition, all motive system damage takes effect at the end of the phase in which the damage 


+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in gee urred Eon exami: oun are attacking the same Combat vehicle during ine 

: . A . ry eapon [acl jase ani e Trst unit inflicts motive system Gamage and rolls a 7 ie 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in immobile target modifier would not apply for the second unit. However, the -4 modifier would 
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed. 


strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GRO COMBAT VEHICLE CRITIC ABLE 


LOCATION HIT 
FRONT SIDE REAR TURRET 
No Critical Hit No Critical Hit No Critical Hit No Critical Hit 
Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer 
Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam 
Stabilizer Crew Stunned Stabilizer Weapon Malfunction 
Sensors Stabilizer Weapon Destroyed Turret Locks 
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed 
11 Weapon Destroyed Engine Hit Ammunition** Ammunition** 
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETEC 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE D 
Type: Ohka Missile Tank Yanagi (Command Vehicle 


Turret Locked 


O Turret O 


Rear 


Ammo: (SRM 6) 15 


BV: 476 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GRO 


COMBAT VEHICLE CRITI 
LOCATION HIT 


FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 


Movement Points: Tonnage: 30 a ns an 
Cruising: 5 Tech Base: Inner Sphere Sune Se a ae 
Flanking: 8 Rules Level: Standard 

Movement Type: Tracked Commander Hit (+) Driver Hit 
Engine Type: 150 ICE Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 

2 SRM6 TU 2/MsI[M.C,S] — 3 6 9 CRITICAL DAMAGE 

1 CommsGear:1t BD [E] - - - 


OO Engine Hit 


Sensor Hits 
Motive System Hits 
Stabilizers 
Front  (() Left OO Right 


Weapon Malfunction 
Cargo/Infantry Hit 


Weapon Destroyed 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(20 ) 


al 


O 
C) 


a) 


(ZL) JowsyY apis jyubrRYy 


Left Side Armor (17 ) 


Rear Armor 
(14) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


Cc ABLE 


REAR 
No Critical Hit 


TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 


Engine Hit 
Ammunition** 
Fuel Tank* 
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VEHICLE D 
Type: Ohka Missile Tank Kashi (Artillery Vehicle) 


Movement Points: Tonnage: 30 

Cruising: 2 Tech Base: Inner Sphere 
Flanking: 3 Rules Level: Advanced 
Movement Type: Tracked 

Engine Type: 60 ICE 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
1 Thumper FR 15[AE,S,F] — 1 2 21 


Ammo: (Cluster Thumper) 20, (Thumper) 20 


BV: 288 (a) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(27) 


CREW DATA 


Crew: 


Gunnery Skill: Driving Skill: 


Commander Hit (+) Driver Hit 


Modifier to all skill rolls Modifier to Driving skill rolls 


CRITICAL DAMAGE 


Engine Hit (C) 
Sensor Hits 


Motive System Hits 
Stabilizers 


Front () Left O Rit O 
Rear O 


Left Side Armor (22 ) 
(Zz) Jowsy epig jubry 


OOOWOVOVO00 
OOOOCVO0O00 


Rear Armor 
(17) 


GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE 


ATTACK DIRECTION 
FRONT REAR 
Front (critical) Rear (critical) 
Frontt Reart 
Frontt Reart 
Right Sidet Left Sidet 
Front Rear 
Front Rear 
Front Rear 
Left Sidet Right Sidet 
Turret Turret 
Turret Turret 
Turret (critical) Turret (critical) 


2D6 ROLL EFFECT* 
SIDES 2-5 No Effect 
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Sidet Driving Skill Rolls 
Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up), 
Side +3 modifier to all Driving Skill Rolls 
Side 12 Major damage; no movement for the rest of the game 
Side (critical)* Vehicle is immobile. 
Reart 
Turret Attack Direction Modifier: Vehicle Type Modifier: 
Turret Hit from rear +1 Tracked, Naval +0 
Turret (critical) Hit from the sides +2 Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 


12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 


modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 


once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 


to O, it cannot move for the rest of the game, but is not considered an immobile target. In 


no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. addition, all motive system damage takes effect at the end of the phase in which the damage 
+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the 


that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 


Total Warfare for more information). 


Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 


§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed. 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GRO 


FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
10 Commander Hit 
11 Weapon Destroyed 
12 Crew Killed 


COMBAT VEHICLE CRITIC ABLE 


LOCATION HIT 
SIDE REAR TURRET 
No Critical Hit No Critical Hit No Critical Hit 


Cargo/Infantry Hit Weapon Malfunction Stabilizer 
Weapon Malfunction Cargo/Infantry Hit Turret Jam 


Crew Stunned Stabilizer Weapon Malfunction 
Stabilizer Weapon Destroyed Turret Locks 


Weapon Destroyed Engine Hit Weapon Destroyed 


Engine Hit Ammunition** Ammunition** 
Fuel Tank* Fuel Tank* Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(40 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


OOOOCQOON0000O0 
OOOCO0O00O0O0 
OOOO0000 
OOO00O0 


OO000 \ OOOO 
OOO0O0 


VEHICLE DATA 
Type: Merkava Heavy Tank Mk IX (TRO 3024) 


Movement Points: Tonnage: 75 

Cruising: 4 Tech Base: Inner Sphere 
Flanking: 6 Rules Level: Introductory 
Movement Type: Tracked 

Engine Type: 300 Fusion 


Gunnery Skill: Driving Skill: 


Commander Hit Driver Hit 
Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
2 Machine Gun TU 2[DB,Al] — 1 2 3 
LRM 15 TU 1/MslI [M,C,S] 6 14 21 


CRITICAL DAMAGE 


Turret Locked O EngineHit (€ 
Sensor Hits 


Motive System Hits 
Stabilizers 


Front O Left O 
Rear O Turret O 


1 7 
1 ACI5 TU 5 [DB,S] 3 6 12 18 
3 3 


Medium Laser TU 5 [DE] = 6 9 
OQOO0O00O0 
OO0C0C00O0 

OOO00000 

OQOOO0C0000 

OQOOO0C0000 


Left Side Armor (30 ) 
(0€ ) JowsyY apis jb 


OCOOOONON0000000 


OOOODOODOVOOOO0000 
Ammo: (AC/5) 20, (LRM 15) 16, (Machine Gun) 100 


Rear Armor 
BV: 1,006 ) (28 ) 


GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE 


ATTACK DIRECTION 2D6 ROLL EFFECT* 
FRONT REAR SIDES 2-5 No Effect 
Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Frontt Reart Sidet Driving Skill Rolls 
Right Sidet Left Sidet Frontt Heavy damage; only half Cruising MP (round fractions up), 
Front Rear Side +3 modifier to all Driving Skill Rolls 
Front Rear Side Major damage; no movement for the rest of the game 
Front Rear Side (critical)* Vehicle is immobile. 
Left Sidet Right Sidet Reart 
Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier: 
Turret Turret Turret Hit from rear +1 Tracked, Naval +0 
Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls Bee Medien atic Shon tne tracpeniciee sed he aeciodea. SUpeareHttelloree? 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
yas ae ; . ‘ to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. addition, all motive system damage takes effect at the end of the phase in which the damage 
+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in inmpebite araet irene TOP Anniy toe tra secenahanre Howacee eit oder caliber 
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed. 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC TABLE 


LOCATION HIT 
SIDE REAR TURRET 
No Critical Hit No Critical Hit No Critical Hit No Critical Hit 
Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer 
Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam 
Stabilizer Crew Stunned Stabilizer Weapon Malfunction 
Sensors Stabilizer Weapon Destroyed Turret Locks 
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed 
11 Weapon Destroyed Engine Hit Ammunition** Ammunition** 
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


OODOQODOOO0000 
OOOQOO0O0000 
OOOD0O00000 
OOO0O0000 
OOO0000 


MMPI 00000 


VEHICLE DATA 


Type: Patton Tank OmniTank A 
Movement Points: 
Cruising: 4 
Flanking: 6 
Movement Type: Tracked 
Engine Type: 


Tonnage: 80 
Tech Base: Inner Sphere 
Rules Level: Standard 


Gunnery Skill: Driving Skill: 


Commander Hit 
Modifier to all skill rolls 


Driver Hit 


Modifier to Driving skill rolls 


320 Fuel Cell 


Weapons & Equipment Inventory 
Qty Type Loc 
1 SRM6 TU 
AC/5 TU 
Machine Gun TU 

LRM 15 TU 
Machine Gun FR 


(hexes) 

Dmg Min Sht Med Lng 
2/Msl [M,C,S] — 

5 [DB,S] 3 

2 [DB,Al] — 

1/Msl [M,C,S] 6 

2 [DB,Al] — 


CRITICAL DAMAGE 


Turret Locked 
Sensor Hits 


Motive System Hits 
Stabilizers 


OD ett OO Right 
O Turret O 


OOOQOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOQOOO00000 
OQOOO0Q00000 


Left Side Armor (46 ) 
(97) JowJsyY apis jUuBIRYy 


Front 
Rear 


Ammo: (AC/5) 20, (LRM 15) 8, (Machine Gun) 100, (SRM 6) 15 
Rear Armor 
© 


BV: 1,109 (40 ) 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 
SIDES 2-5 No Effect 
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Reart Sidet Driving Skill Rolls 

Left Sidet Frontt Heavy damage; only half Cruising MP (round fractions up), 
Rear Side +3 modifier to all Driving Skill Rolls 
Rear Side Major damage; no movement for the rest of the game 
Rear Side (critical)* Vehicle is immobile. 

Right Sidet Reart 
Turret Turret 
Turret Turret 

Turret (critical) Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


Attack Direction Modifier: 
Hit from rear +4 
Hit from the sides +2 


Vehicle Type Modifier: 

Tracked, Naval +0 
Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


GROUND COMBAT VEHICLE CRITICALS TABLE 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
10 Commander Hit 
11 Weapon Destroyed 
12 Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


REAR 
No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Ammunition** 
Fuel Tank* 


TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank B 


Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (AC/10) 20, (LRM 10) 12, (SRM 6) 15 
Quirks: Narrow/Low Profile, Poor Targeting (Short) 


BV: 1,116 


© 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC i.\=)8 = 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


Movement Points: Tonnage: 80 ; 5 ; 

oo G Skill: Di Skill: 
Cruising: 4 Tech Base: Inner Sphere EE —— 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked Commander Hit Driver Hit 
Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 

Weapons & Equipment Inventory (hexes) 

Qty Type Loc Dmg Min Sht Med Lng 
1 AC/10 TU 10(DBS] — 5 10 15 CRITICAL DAMAGE 
1 LRM 10 TU ‘1/MsI[M,C,S] 6 7 14 21 Turret Locked 0 Engine Hit 
1 SRM6 TU 2/MsI[M.C,S] — 3 6 9 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


O 


OQOOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 
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ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


VEHICLE DATA 
Type: Patton Tank OmniTank C 


Movement Points: Tonnage: 80 

Cruising: 4 Tech Base: Inner Sphere 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked 

Engine Type: 320 Fuel Cell 


Gunnery Skill: Driving Skill: 


Commander Hit 
Modifier to all skill rolls 


Driver Hit 


Modifier to Driving skill rolls 


Weapons & Equipment Inventory 
Qty Type Loc 
1 AC/20 TU 
1 LRM5 TU 
1 SRM4 TU 
1 


(hexes) 

Dmg Min Sht Med Lng 
20[DB,S}] — 3 6 9 

1/MslI [M,C,S] 6 7 14 21 
2/MsI[M,C,S]} — 3 6 9 
2 [DB,Al] — 4 2 3 


CRITICAL DAMAGE 


Turret Locked 
Sensor Hits 


Motive System Hits 
Stabilizers 


D Left OO Right 
O Turret O 


Machine Gun TU 


OQOOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 
(97) JowJsyY apis jb 


Front 
Rear 


Ammo: (AC/20) 15, (LRM 5) 24, (Machine Gun) 100, (SRM 4) 25 


Quirks: Narrow/Low Profile, Poor Targeting (Short) 
Rear Armor 
2) 


BV: 1,143 (40 ) 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 
SIDES 2-5 No Effect 
Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Reart Sidet Driving Skill Rolls 

Left Sidet Frontt Heavy damage; only half Cruising MP (round fractions up), 
Rear Side +3 modifier to all Driving Skill Rolls 
Rear Side 12 Major damage; no movement for the rest of the game 
Rear Side (critical)* Vehicle is immobile. 

Right Sidet Reart 
Turret Turret 
Turret Turret 

Turret (critical) Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


10-11 


Attack Direction Modifier: 
Hit from rear +4 
Hit from the sides +2 


Vehicle Type Modifier: 

Tracked, Naval +0 
Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITICALS TABLE 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
10 Commander Hit 
11 Weapon Destroyed 
12 Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


REAR 
No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Ammunition** 
Fuel Tank* 


TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank D 


Turret Locked 
Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (LRM 15) 48, (SRM 6) 15 


BV: 1,250 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC i.\=)8 = 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


Movement Points: Tonnage: 80 a. 5s fis 
Cruising: 4 Tech Base: Inner Sphere Stn See Peel 
Flanking: 6 Rules Level: Standard 

Movement Type: Tracked Commander Hit Driver Hit 

Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 

Qty Type Loc Dmg Min Sht Med Lng 

1 SRM6 TU 2/MsI[M.C,S] — 3 6 9 CRITICAL DAMAGE 

2 LRM15 TU ‘1/MsI[M,C,S] 6 7 14 21 


0) Engine Hit 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


O 


OQOOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 
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ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


VEHICLE DATA 
Type: Patton Tank OmniTank E 


Movement Points: Tonnage: 80 
Cruising: 4 Tech Base: Inner Sphere 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked 
Engine Type: 320 Fuel Cell 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
2 SRM6 TU 2/MsI[M,C,S] — 3 6 
1 Machine Gun FR = 2 [DB,Al] _ 2 
1 Machine Gun RS 2 [DB,Al] ae 2 
1 2 
1 


Gunnery Skill: Driving Skill: 


Commander Hit Driver Hit 


Modifier to all skill rolls Modifier to Driving skill rolls 


CRITICAL DAMAGE 


Turret Locked O EngineHit () 


Sensor Hits 


Motive System Hits 
Stabilizers 


Front O Left O 
Rear O Turret O 


Machine Gun LS 2 [DB,Al] — 


LRM 20 TU 1/Msl [M,C,S] 6 4 OOCO0O0C00O0 


OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 
(97) JowJsyY apis jb 


Ammo: (LRM 20) 24, (Machine Gun) 100, (SRM 6) 30 


Rear Armor 
BV: 1,229 © (40 ) 


GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE 


ATTACK DIRECTION 2D6 ROLL EFFECT* 
FRONT REAR SIDES 2-5 No Effect 
Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Frontt Reart Sidet Driving Skill Rolls 
Right Sidet Left Sidet Frontt 10-11 Heavy damage; only half Cruising MP (round fractions up), 
Front Rear Side +3 modifier to all Driving Skill Rolls 
Front Rear Side 12 Major damage; no movement for the rest of the game 
Front Rear Side (critical)* Vehicle is immobile. 
Left Sidet Right Sidet Reart 
Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier: 
Turret Turret Turret Hit from rear +1 Tracked, Naval +0 
Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or reanevement ane paving orill Rellipenalties are cumulave. J iewevals each ving eilletiee 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls a+1 modifier, hat is the only time that particular +1 can be applied; a subsequent roll of er 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
Tea He ; . ‘ to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. addition, all motive system damage takes effect at the end of the phase in which the damage 
+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in ries hea ea irae etre ee Ue ee een ie eral ashe a deal ea aN 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in immobile target modifier would not apply for the second unit. However, the -4 modifier would 
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed. 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC i.\=)8 = 


LOCATION HIT 
FRONT SIDE REAR TURRET 
No Critical Hit No Critical Hit No Critical Hit No Critical Hit 
Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer 
Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam 
Stabilizer Crew Stunned Stabilizer Weapon Malfunction 
Sensors Stabilizer Weapon Destroyed Turret Locks 
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed 
11 Weapon Destroyed Engine Hit Ammunition** Ammunition** 
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank F 


Turret Locked 
Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (SRM 6) 90 


BV: 1,201 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC i.\=)8 = 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 


© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, "Mech and BattleMech a 
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BATTLETECH 


Movement Points: Tonnage: 80 a. 5s fis 
Cruising: 4 Tech Base: Inner Sphere Stn See Peel 
Flanking: 6 Rules Level: Standard 

Movement Type: Tracked Commander Hit Driver Hit 

Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 

6 SRM6 TU 2/MsI[M.C,S] — 3 6 9 CRITICAL DAMAGE 


0) Engine Hit 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


O 


OQOOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 


re trademarks of The Topps Company, Inc. All rights reserved. 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank G 


Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (AC/2) 90, (Machine Gun) 100, (SRM 4) 25 


© 


BV: 949 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC i.\=)8 = 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


Movement Points: Tonnage: 80 ; 5 ; 

oo G Skill: Di Skill: 
Cruising: 4 Tech Base: Inner Sphere EE —— 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked Commander Hit Driver Hit 
Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 

Weapons & Equipment Inventory (hexes) 

Qty Type Loc Dmg Min Sht Med Lng 
3 ACI2 TU 2[DB,S] 4 8 16 24 CRITICAL DAMAGE 
ies 1 MSM esl 2" 8 8 Turret Locked © Engine Hit 
1 Machine Gun FR 2 [DB,Al] — 4 2 3 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OOODODOOO0000 
OOOOO0O0000 
OOO0O00000 
OOO0O0000 
OOO0000 


MMP 0000 


O 


OQOOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOOO00000 
OQOOOO00000 


Left Side Armor ( 46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


10-11 


12 


Attack Direction Modifier: 


Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 


re trademarks of The Topps Company, Inc. All rights reserved. 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank H 


Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (AC/5) 20, (Flak AC/5) 20, (LRM 5) 24, (Machine Gun) 100 


© 


BV: 998 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC TABLE 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


Movement Points: Tonnage: 80 , - F 
se G Skill: Di Skill: 
Cruising: 4 Tech Base: Inner Sphere EN OS eet ee 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked Commander Hit Driver Hit 
Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
1 Machine Gun TU 2[DBA] — 1 2 3 CRITICAL DAMAGE 
= eee 1 SPE a oe Te ae Turret Locked OO Engine Hit 
1 LRM5 TU 1/MsI[M,C,S] 6 7 14 21 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OODOQODOOO0000 
OOOQOO0O0000 
OOOD0O00000 
OOO0O0000 
OOO0000 


MMP 00000 


O 


OOOQOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOQOOO00000 
OQOOOOQ00000 


Left Side Armor (46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


Attack Direction Modifier: 
Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 
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TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


VEHICLE DATA 
Type: Patton Tank OmniTank | 


Sensor Hits 


Motive System Hits 
Stabilizers 


O Left O 
O Turret O 


Front 
Rear 


Ammo: (AC/5) 20, (LRM 5) 24, (SRM 4) 25 
Features Infantry Bay (9 tons) 


BV: 952 


GROUND COMBAT VEHICLE HIT LOCATION 


ATTACK DIRECTION 
REAR 
Rear (critical) 
Reart 
Reart 
Left Sidet 
Rear 
Rear 
Rear 
Right Sidet 
Turret 
Turret 
Turret (critical) 


FRONT 
Front (critical) 
Frontt 
Frontt 
Right Sidet 
Front 
Front 
Front 
Left Sidet 
Turret 
Turret 
Turret (critical) 


SIDES 
Side (critical) 
Sidet 
Sidet 
Frontt 
Side 
Side 
Side (critical)* 
Reart 
Turret 
Turret 
Turret (critical) 


* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). 

A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. 

+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in 
Total Warfare for more information). 

§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC TABLE 


LOCATION HIT 
FRONT 
No Critical Hit 
Driver Hit 
Weapon Malfunction 
Stabilizer 
Sensors 
Commander Hit 
Weapon Destroyed 
Crew Killed 


SIDE 
No Critical Hit 
Cargo/Infantry Hit 
Weapon Malfunction 
Crew Stunned 
Stabilizer 
Weapon Destroyed 
Engine Hit 
Fuel Tank* 


10 
11 
12 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


Movement Points: Tonnage: 80 , - F 
se G Skill: Di Skill: 
Cruising: 4 Tech Base: Inner Sphere EN OS eet ee 
Flanking: 6 Rules Level: Standard 
Movement Type: Tracked Commander Hit Driver Hit 
Engine Type: 320 Fuel Cell Modifier to all skill rolls Modifier to Driving skill rolls 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Dmg Min Sht Med Lng 
1 ACIS TU 5 [DB,S] 3 6 12 18 CRITICAL DAMAGE 
1 LRM5 TU ‘1/MsI[M,C,S] 6 7 14 21 Turret Locked 0 Engine Hit 
1 SRM4 TU 2/MsI[M,C,S] — 3 6 9 


No Critical Hit 
Weapon Malfunction 
Cargo/Infantry Hit 
Weapon Destroyed 


Ammunition** 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


OODOQODOOO0000 
OOOQOO0O0000 
OOOD0O00000 
OOO0O0000 
OOO0000 


MMPI 00000 


O 


OOOQOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOQOOO00000 
OQOOO0Q00000 


Left Side Armor (46 ) 


Rear Armor 
(40 ) 


MOTIVE SYSTEM DAMAGE TABLE 


2D6 ROLL EFFECT* 

2-5 No Effect 

6-7 Minor damage; +1 modifier to all Driving Skill Rolls 

8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Driving Skill Rolls 
Heavy damage; only half Cruising MP (round fractions up), 
+3 modifier to all Driving Skill Rolls 
Major damage; no movement for the rest of the game 
Vehicle is immobile. 


Attack Direction Modifier: 
Hit from rear 
Hit from the sides 


Vehicle Type Modifier: 
Tracked, Naval 
Wheeled 

Hovercraft, Hydrofoil +3 
WiGE +4 


*All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
modifier can only be applied once. For example, if a roll of 6-7 is made for a vehicle, inflicting 
a+1 modifier, that is the only time that particular +1 can be applied; a subsequent roll of 6-7 
has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
addition, all motive system damage takes effect at the end of the phase in which the damage 
occurred. For example, if two units are attacking the same Combat Vehicle during the 
Weapon Attack Phase and the frst unit inflicts motive system damage and rolls a 12, the -4 
immobile target modifier would not apply for the second unit. However, the -4 modifier would 
take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
over a Depth 1 or deeper water hex, it sinks and is destroyed. 


+4 
+2 


+0 
+2 


REAR TURRET 
No Critical Hit 
Stabilizer 
Turret Jam 
Weapon Malfunction 
Turret Locks 
Weapon Destroyed 
Ammunition** 
Turret Blown Off 


Stabilizer 
Engine Hit 


Fuel Tank* 
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(97) JowJsyY apis jUuBIRYy 


ARMOR DIAGRAM 


Standard Armor 


Front Armor 
(56 ) 


BATTLETECH 


TRACKED VEHICLE RECORD SHEET 
CREW DATA 


Crew: 


OODOQODOOO0000 
OOOQOO0O0000 
OOOD0O00000 
OOO0O0000 
OOO0000 


MMPI 00000 


VEHICLE DATA 
Type: Patton Tank OmniTank K 


Movement Points: Tonnage: 80 

Cruising: 4 Tech Base: Inner Sphere 
Flanking: 6 Rules Level: Advanced 
Movement Type: Tracked 

Engine Type: 320 Fuel Cell 


Gunnery Skill: Driving Skill: 


Commander Hit Driver Hit 


Modifier to all skill rolls Modifier to Driving skill rolls 


Weapons & Equipment Inventory (hexes) 

Qty Type Loc Dmg Min Sht Med Lng 
1 Arrow IV TU 20([AE,S,F] — 1 2 8 
1 SRM4 TU 2/MsI[M.C,S] — 3 6 9 


CRITICAL DAMAGE 


Turret Locked OO EngineHit O 
Sensor Hits 


Motive System Hits 
Stabilizers 


Front O Left O 
Rear O Turret O 


OOOQOO0000 
OOOO0O000 
OQOOQOOO0000 
OQOQOO00000 
OQOQOOO00000 
OQOOO0Q00000 


Left Side Armor (46 ) 
(97) JowJsyY apis jUuBIRYy 


Ammo: (Arrow IV) 15, (Arrow IV Cluster) 5, (Arrow IV Illumination) 5, 
(Arrow IV Smoke) 5, (SRM 4) 25 


Rear Armor 
BV: 1,277 © (40 ) 


GROUND COMBAT VEHICLE HIT LOCATION MOTIVE SYSTEM DAMAGE TABLE 


ATTACK DIRECTION 2D6 ROLL EFFECT* 
FRONT REAR SIDES 2-5 No Effect 
Front (critical) Rear (critical) Side (critical) 6-7 Minor damage; +1 modifier to all Driving Skill Rolls 
Frontt Reart Sidet 8-9 Moderate damage; -1 Cruising MP, +2 modifier to all 
Frontt Reart Sidet Driving Skill Rolls 
Right Sidet Left Sidet Frontt Heavy damage; only half Cruising MP (round fractions up), 
Front Rear Side +3 modifier to all Driving Skill Rolls 
Front Rear Side Major damage; no movement for the rest of the game 
Front Rear Side (critical)* Vehicle is immobile. 
Left Sidet Right Sidet Reart 
Turret Turret Turret Attack Direction Modifier: Vehicle Type Modifier: 
Turret Turret Turret Hit from rear +1 Tracked, Naval +0 
Turret (critical) Turret (critical) Turret (critical) Hit from the sides +2 Wheeled +2 
Hovercraft, Hydrofoil +3 
WiGE +4 
* A result of 2 or 12 (or an 8 if the attack strikes the side) may inflict a critical hit on the vehicle. For each result of 2 or *All movement and Driving Skill Roll penalties are cumulative. However, each Driving Skill Roll 
12 (or 8 for side attacks), apply damage normally to the armor in that section. The attacking player then automatically rolls Bee Medien atic Shon tne tracpeniciee sed he aeciodea. SUpeareHttelloree? 
once on the Ground Combat Vehicle Critical Hits Table below (see Combat, p. 192, inTota/ Warfare for more information). has no additional effect. This means the maximum Driving Skill Roll modifier that can be 
A result of 12 on the Ground Combat Vehicles Hit Location Table may inflict critical hit against the turret; if the vehicle has inflicted from the Motive System Damage Table is +6. If a unit's Cruising MP is reduced 
yas ae ; . ‘ to O, it cannot move for the rest of the game, but is not considered an immobile target. In 
no turret, a 12 indicates the chance of a critical hit on the side corresponding to the attack direction. addition, all motive system damage takes effect at the end of the phase in which the damage 
+ The vehicle may suffer motive system damage even if its armor remains intact. Apply damage normally to the armor in occurred. For example, if two units are attacking the same Combat Vehicle during the 
that section, but the attacking player also rolls once on the Motive System Damage Table at right (see Combat, p. 192, in inmpebite araet irene TOP Anniy toe tra secenahanre Howacee eit oder caliber 
Total Warfare for more information). take effect during the Physical Attack Phase. If a hover vehicle is rendered immobile while 
§ Side hits strike the side as indicated by the attack direction. For example, if an attack hits the right side, all Side results over a Depth 1 or deeper water hex, it sinks and is destroyed. 
strike the right side armor. If the vehicle has no turret, a turret hit strikes the armor on the side attacked 


GROUND COMBAT VEHICLE CRITIC TABLE 


LOCATION HIT 
FRONT SIDE REAR TURRET 
No Critical Hit No Critical Hit No Critical Hit No Critical Hit 
Driver Hit Cargo/Infantry Hit Weapon Malfunction Stabilizer 
Weapon Malfunction Weapon Malfunction Cargo/Infantry Hit Turret Jam 
Stabilizer Crew Stunned Stabilizer Weapon Malfunction 
Sensors Stabilizer Weapon Destroyed Turret Locks 
10 Commander Hit Weapon Destroyed Engine Hit Weapon Destroyed 
11 Weapon Destroyed Engine Hit Ammunition** Ammunition** 
12 Crew Killed Fuel Tank* Fuel Tank* Turret Blown Off 


*If Combat Vehicle has ICE engine only. If Combat Vehicle has a fusion engine, treat this result as Engine Hit. 
** If Combat Vehicle carries no ammunition, treat this result as Weapon Destroyed. 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 


Name: 


"MECH DATA 
Type: Locust LCT-2S 


rahi ee hte nek Sphere ae a ee 
Running: 12 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 0 7 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 
Engine Type: 160 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 

1 Medium Laser LA 3. 5 [DE] — 3 6 9 

1 Medium Laser RA 3. 5 [DE] — 3 6 9 

1 Flamer CT 3 2[DE,HAl] — 1 2 3 


Quirks: Compact Mek, Narrow/Low Profile, Cramped Cockpit, 


®& 


Head 


No/Minimal Arms, Weak Legs 


BV: 530 


CRITICAL TABLE 


Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Medium Laser 4. Roll Again 3. Medium Laser 
1-3 4 Roi Again 5. Sensors 1-3 4 Roi Again 
5. Roll Again 6. Life Support 5. Roll Again 
6. Roll Again 6. Roll Again 
1. Roll Again Center Torso 1. Roll Again 
2. Roll Again 4. Fusion Engine 2. Roll Again 
4-6 : . pi 2. Fusion Engine 4-6 3. Roll Again 
. gain 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1. Ee Heat Sink 4-6 3. Fusion Engine 1. po Heat Sink 
2. | Double Heat Sink “4. Fusion Engine 2. | Double Heat Sink 
3. LDouble Heat Sink 5. Flamer 3. LDouble Heat Sink 
1-3 4. Ee Heat Sink 6. Roll Again 1-3 4. poo Heat Sink 
5. | Double Heat Sink 5. | Double Heat Sink 
6. LDouble Heat Sink Engine HitsOOO0O 6. LDouble Heat Sink 


Gyro HitsOO 


1. Roll Again : 1. Roll Again 
2. Roll Again Sensor HitsOO 2. Roll Again 
3. Roll Again Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 
5. Roll Again 5. Roll Again 
6. Roll Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


Right Leg 
Hip 

. Upper Leg Actuator 

Lower Leg Actuator 

Foot Actuator 

Roll Again 

. Roll Again 


Damage Transfer 
Diagram 


PURwWNo 
PURwNs 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 
Left Torso 


Right Torso 
(8) 


Center 
Torso 


(9) 


Right Arm 
(5) 


Left Right 


Torso Rear 


(2) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure 


Right Torso (5) 


HEAT DATA 
Heat 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


Double Heat Sinks: 


10 (20) 


O 
O 
O 
e) 
O 
O 
O 
O 
O 
eo) 


Torso Rear 


Heat 
Scale 


= = 
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ARMOR DIAGRAM 
Standard Armor 


Head (6) 
Left Torso Right Torso 


(7) 


BATTLETECH 


BATTLEMECH RECORD SHEET 
"MECH DATA WARRIOR DATA 
Type: Stinger STG-3S 


Name: 


Movement Points: Tonnage: 20 ‘i ‘ici a 

Walking: 6 Tech Base: Inner Sphere Gunnery Skil, —__ Pilodng'Skile: « 
Running: 9 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4 | 5 | 6 | 
Jumping: 6 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 120 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Medium Laser RA 3. 5 [DE] — 3 6 9 


Center 
1 Flamer LA 3 2[DE,H,Al] — 1 2 3 


Torso Right Arm 
(8) (6) 


oO Oo 0 90 


Quirks: Rugged (1 Point), Ubiquitous (Inner Sphere), Ubiquitous Left Right 
(Clans), Cramped Cockpit Torso Rear Torso Rear 
(3) (3) 
ave) @) INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 
CRITICAL TABLE asa Scale 
Head Right Torso (5) Overliow 
Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 
“Y 4. Hand Actuator 5. Sensors “Y 4. Hand Actuator 
5. [ Double Heat Sink 6. Life Support 5. [ Double Heat Sink 
6. | Double Heat Sink 6. | Double Heat Sink 


1. LDouble Heat Sink Center Torso 1. LDouble Heat Sink 
2. Flamer 4. Fusion Engine 2. Medium Laser 

3. Roll Again H i 3. Roll Again 

4-6 ; 2s Fusion Engine 4-6 : 

4. Roll Again 3. Fusion Engine 4. Roll Again 

5. Roll Again 1-3 4. Gyro 5. Roll Again 

6. Roll Again 5. Gyro 6. Roll Again 

6. Gyro 


1. Gyro is 
Left Torso 2. Fusion Engine Right Torso 
1. | Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 
1-3 3. LDouble Heat Sink 5. Roll Again 1 3 3. LDouble Heat eink HEAT D TA 
4. | Double Heat Sink 6. Roll Again 4. | Double Heat Sink Double Heat Sinks: 
5. | Double Heat Sink 5. | Double Heat Sink Heat 10 (20) 
6. LDouble Heat Sink Engine HitsOOO0O 6. LDouble Heat Sink Effects 
i Shutdown 
1. Jump Jet Gyro Hits .e] e] 1. Jump Jet iN E A 
Sensor HitsOO mmo Exp, avoid on 8+ 
2. Jump Jet 2. Jump Jet . 
a. 4 i Life Support O a : Shutdown, avoid on 10+ 
4-6) aed - PY eta et ~5 Movement Points 
Pi oa ent : oa ath +4 Modifier to Fire 
se Tee eu Ammo Exp, avoid on 6+ 
6. Roll Again 6. Roll Again 


Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 
+1 Modifier to Fire 

-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

Lower Leg Actuator 

Foot Actuator 

Roll Again 

. Roll Again 


OOO0O000000 


PURwWNo 
PURwNs 


= = 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


"MECH DATA 


Type: Commando COM-4R 
Movement Points: 
Walking: 6 


Running: 9 
Jumping: 0 
Engine Type: 150 Fusion 


Ammo: (LRM 5) 48 


BV: 581 


CRITICAL TABLE 


Left Arm 
Shoulder 

Upper Arm Actuator 

Lower Arm Actuator 

Hand Actuator 

Medium Laser 

Roll Again 


1. Roll Again 
2. Roll Again 
3. Roll Again 
4-6 4. Roll Again 
5. Roll Again 
6. Roll Again 


Left Torso 
1.| Double Heat Sink 
2. Ee Heat Sink 

3. LDouble Heat Sink 
1-3 4. [ Double Heat Sink 
5 Ee Heat Sink 
6. LDouble Heat Sink 


1. LRM5 

2. Roll Again 

3. Roll Again 
4-6 4. Roll Again 

5. Roll Again 

6. Roll Again 


Left Leg 
Hip 

. Upper Leg Actuator 
. Lower Leg Actuator 
. Foot Actuator 

. Ammo (LRM 5) 24 

. Roll Again 


OnRwWOn= 


4-6 


Tonnage: 
Tech Base: 
Rules Level: Standard 


Weapons & Equipment Inventory (hexes) 

Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Medium Laser LA 3. 5 [DE] — 3 6 9 
1 LRM5 RT 2 1/MsI[M,C,S] 6 7 14 21 
1 LRM5 LT 2 1/MsI[M,C,S] 6 7 14 21 


Quirks: Narrow/Low Profile, Exposed Actuators 


PaAPwonsa 


Ou PRON > 


PA Pons 


25 
Inner Sphere 


® 


Head 
Life Support 
Sensors 
Cockpit 
Roll Again 
Sensors 
Life Support 


Center Torso 
Fusion Engine 
Fusion Engine 
Fusion Engine 
Gyro 
Gyro 
Gyro 


Gyro 
Fusion Engine 
Fusion Engine 
Fusion Engine 
Roll Again 
Roll Again 


Engine HitsOOO 
Gyro HitsOO 


Sensor HitsOO 
Life Support O 


Damage Transfer 
Diagram 


Gunnery Skill: 


4-6 


WARRIOR DATA 


Name: 


Piloting Skill: 


wstaen (712 [3] *] 5] 5] 
Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Right Arm 
Shoulder 

Upper Arm Actuator 
Lower Arm Actuator 
Hand Actuator 

Roll Again 
Roll Again 


1-3 


Se NS 


Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


Sa PANS 


Right Torso 
. | Double Heat Sink 
po Heat Sink 
. LDouble Heat Sink 
: Doo Heat Sink 


Double Heat Sink 
Double Heat Sink 


= 
1 
ao 
OuhRWwna 


LRM 5 

Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


Se aN 


Right Leg 
Hip 

. Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

. Ammo (LRM 5) 24 

. Roll Again 


PARYNs 


ARMOR DIAGRAM 
Standard Armor 
Head (9) 


Left Torso 
(10) 


Right Torso 
(10) 


Center 
Torso 
(12) 


Left 
Torso Rear 


(2) 


INTERNAL STRUCTURE DIAGRAM 
Standard Structure 


Head 


Left Torso (6) Right Torso (6 ) 


Double Heat Sinks: 


Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Level* Effects 10 (20) 

30 Shutdown 

28 Ammo Exp, avoid on 8+ oO 

26 Shutdown, avoid on 10+ Oo 

25  -5 Movement Points O 

24 +4 Modifier to Fire O 

23 Ammo Exp, avoid on 6+ O 

22 Shutdown, avoid on 8+ O 

20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ O 
O 
O 
O 


Right Arm 
(7) 


Right 
Torso Rear 


Heat 
Scale 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
[25° | 
| 24" | 
[23° | 
| 22° | 
| 24 | 
| 20° | 
[19° | 
[18° | 
16 | 
[15° | 
[14° | 
13* 
[12 | 
[10° | 
zi 
| 8 | 
| 6 | 
Ls | 
| 4 | 
| 3 | 
| 2 | 
1 | 
Lo | 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Firestarter FS10-A 


Name: 
Movement Points: 


Tonnage: 35 


Walking: 6 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - 
Running: 9 Rules Level: Standard Hits Taken f1}2{}3]4f[s5[e] 
Jumping: 6 : Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 
Engine Type: 210 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Medium Laser LA 3. 5 [DE] — 3 6 9 
1 Flamer LA 3 2[DE,H,Al] — 1 2 3 
1 Medium Laser RA 3. 5[DE] = i 6 9 
1 Flamer RA 3 2[DE,H,Al] — 1 2 3 
1 Medium Laser LT 3. 5 [DE] — 3 6 9 
1 Medium Laser RT 3. 5 [DE] — 3 6 9 


Quirks: Ubiquitous (Inner Sphere), Ubiquitous (Clans) 


® 


BV: 959 


CRITICAL TABLE 


Head 
Left Arm 1. Life Support Right Arm 

4. Shoulder 2. Sensors 4. Shoulder 

2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 

1-3 4. Medium Laser 5. Sensors 1-3 4. Medium Laser 
5. Flamer 6. Life Support 5. Flamer 
6. Roll Again 6. Roll Again 


1. Roll Again Center Torso 1. Roll Again 
2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again i i 3. Roll Again 
4-6 ; 2s Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 

1. | Double Heat Sink 4 6 3. Fusion Engine 1. | Double Heat Sink 

2. | Double Heat Sink “4. Fusion Engine 2. | Double Heat Sink 
1-3 3. LDouble Heat Sink 5. Roll Again 1 3 3. LDouble Heat Sink 

4. Jump Jet 6. Roll Again 4. Jump Jet 

5. Jump Jet 5. Jump Jet 

6. Jump Jet Engine HitsOOO 6. Jump Jet 


Gyro HitsOO 


1. Medium Laser z 1. Medium Laser 

2. Roll Again Sensor HitsOO 2. Roll Again 

3. Roll Again Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 

5. Roll Again 5. Roll Again 

6. Roll Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


Damage Transfer 
Diagram 


Se AN > 
OnRwWwn= 


HEAT DATA 
Heat 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 
Left Torso Right Torso 


(11) 


Center 


Torso Right Arm 


(12) 


Left 
Torso Rear 


(5) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Right 
Torso Rear 


(5) 


Head 


Left Torso (8 ) Right Torso (8 ) 


Left Right 

Arm Arm 

(6) (6) 
Left Right 


Leg Leg 
(8) (8) 


Double Heat Sinks: 
10 (20) 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


OOO0O000000 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
| 25° | 
| 24" | 
[23° | 
| 22° | 
| 24 | 
| 20° | 
[19° | 
18" | 
16 | 
[15° | 
[14° | 
13* 
[12 | 
[10° | 
zi 
| 8 | 
| 6 | 
Ls | 
| 4 | 
| 3 | 
| 2 | 
1 | 
Lo | 


© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. 
Catalvst Game Labs and the Catalvst Game Labs loao are trademarks of InMediaRes Production. LLC. Permission to photocopy for personal use. 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Sentinel STN-3S 


Name: 


Movement Points: Tonnage: 40 ‘i ‘ici a 

Walking: 6 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - 
Running: 9 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 6 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 240 Fusion 


Weapons & Equipment Inventory (hexes) 

Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Light AC/5 LA 1 5[DB,S] — 5 10 15 
2 Medium Laser RT 3. 5 [DE] — 3 6 9 


Center 
Torso 
(18) 


Right Arm 
(11) 


Ammo: (LAC/5) 20 Left Right 
Quirks: Improved Communications Torso Rear Torso Rear 
(5) (5) 
Bese INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 
CRITICAL TABLE ae Scale 


Left Torso (10) Right Torso ( 10 ) Overflow 
Left Arm 1. Life Support Right Arm | 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © 
3. | Light AC/5 4. Roll Again 3. Lower Arm Actuator 2 
1-3 4. fies ACI5 5. Sensors 1-3 4. Hand Actuator i 
5. Roll Again 6. Life Support 5. Roll Again oO 
6. Roll Again 6. Roll Again Left : Right 


Al 
4. Roll Again Center Torso 1. Roll Again a po 
2. Roll Again 4. Fusion Engine 2. Roll Again (6) (6) 
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again Left Right 
6. Gyro Leg Leg 
1. Gyro (10) (10) 
Left Torso 2. Fusion Engine Right Torso 
1. | Double Heat Sink 3. Fusion Engine 1. Medium Laser 
2. | Double Heat Sink 4-6 4. Fusion Engine 2. Medium Laser 
3. LDouble Heat Sink 5. Jump Jet 3. Roll Again 
1-3 4. Jump Jet 6. J Jet 1-3 4. Roll Again : 
. SUMP: te . : Double Heat Sinks: 
5. Ammo (LAC/5) 20 5. Roll Again 10 (20) 
6. Roll Again Engine HitsOOO 6. Roll Again Effects 
i Shutdown 
4. Roll Again Gyro HitsO.O 4. Roll Again pee . 
‘ Sensor HitsOO : mmo Exp, avoid on 8+ 
2. Roll Again 2. Roll Again . 
ea aeiae Life Support O Sia Aaa Shutdown, avoid on 10+ 
4-6) se jane Pi Paice -5 Movement Points 
: ae pose : Ne ne +4 Modifier to Fire 
pagal eon egal Ammo Exp, avoid on 6+ 
6. Roll Again 6. Roll Again 


Shutdown, avoid on 8+ 


—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 

+1 Modifier to Fire 

-1 Movement Points 


Left Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

. Jump Jet Damage Transfer 

. Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Jump Jet 

. Jump Jet 


OOO0O000000 


OnRWNn = 
OnRwn= 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
| 25° | 
| 24" | 
[23° | 
| 22° | 
| 24 | 
| 20° | 
[19° | 
18" | 
16 | 
[15° | 
[14° | 
13* 
[12 | 
[10° | 
zi 
| 8 | 
| 6 | 
Ls | 
| 4 | 
| 3 | 
| 2 | 
1 | 
Lo | 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Vulcan VL-4S 


Name: 


Movement Points: Tonnage: 40 ‘i ‘ici a 

Walking: 6 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - 
Running: 9 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 6 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 240 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 Medium Laser LA 3. 5 [DE] — 3 6 9 pare 

1 Medium Laser RA 3. 5 [DE] — 3 6 9 Torso Right Arm 
1 LRMS5 RT 2 4/Msi{M,C,S] 6 7 (11) 

1 LRM5 LT 2 1/MsI[M,C,S] 6 7 


Ammo: (LRM 5) 48 Left Right 
Quirks: Narrow/Low Profile Torso Rear Torso Rear 
(4) (4) 
BV: 950 INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 
CRITICAL TABLE ce Scale 


Head 


Left Torso (10) Right Torso ( 10 ) Overflow 
Left Arm 1. Life Support Right Arm | 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator © 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator s 
1-3 4. Medium Laser 5. Sensors 1-3 4. Medium Laser . 
5. Roll Again 6. Life Support 5. Roll Again oO 
6. Roll Again 6. Roll Again Left : Right 


1. Roll Again Center Torso 1. Roll Again ae Arm 
2. Roll Again 4. Fusion Engine 2. Roll Again (6) (6) 
3. Roll Again H i 3. Roll Again 
4-6 4 Roll Again : aii shat 4-6 & Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again Left Right 
6. Gyro Leg Leg 
1. Gyro (10) (10) 
Left Torso 2. Fusion Engine Right Torso 
1.| Double Heat Sink 4 6 3. Fusion Engine 1. Jump Jet 
2. | Double Heat Sink “SY 4. Fusion Engine 2. Jump Jet 
1-3 3. LDouble Heat Sink 5. Jump Jet 1-3 3. LRM 5 
4. Jump Jet 6. Jump Jet 4. Ammo (LRM 5) 24 Double Heat Sinks: 
5. Jump Jet 5. Roll Again 10 (20) 
6. LRM5 Engine HitsOOO 6. Roll Again Effects 
i Shutdown 
1. Ammo (LRM 5) 24 en Uae oo 1. Roll Again Anund Exp. veld one 
2. Roll Again 2. Roll Again . 
3. Roll Again Life Support O 3. Roll Again Se ee 
4-6 4 Roll Again 4. Roll Again a2 Mevemanke alps 
: ‘ : : +4 Modifier to Fire 
5. Roll Again 5. Roll Again Ammo Exp, avoid on 6+ 
6. Roll Again 6. Roll Again 


Shutdown, avoid on 8+ 


—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 

+1 Modifier to Fire 

-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OOO0O000000 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Hatchetman HCT-3N 


Name: 


Movement Points: Tonnage: 45 ‘i ‘ici a 

Walking: 5 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - 
Running: 8 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 5 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 225 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


2 Medium Laser LA 3. 5 [DE] — 3 6 9 
Center 
1 Hatchet RA — 9 - - -—- — Torso Right Arm 
2 Medium Laser LT 3  5[DE] — 2 6 9 
1 Large Laser RT 8 8 [DE] — § 10 15 
1 Flamer CT 3 2[DEHAN — 1 2 3 


Left Right 
Quirks: Anti-Aircraft Targeting Totes Rear — 
(5) (5) 
BV: 1,297 INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 


Scale 


CRITICAL TABLE 


Head Overflow 
Left Arm 1. Life Support Right Arm a 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator - S 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator fomne) 
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator (oume) 
5. Medium Laser 6. Life Support 5. [ Hatchet 00 
6. Medium Laser 6. | Hatchet . . 


41. Roll Again Center Torso 1. LHatchet 
2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again H i 3. Roll Again 

4-6 ; 2s Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 

6. Gyro 


1. Gyro is 
Left Torso 2. Fusion Engine Right Torso 
1. Medium Laser 3. Fusion Engine 1. | Double Heat Sink 
2. Medium Laser 4-6 4. Fusion Engine 2. | Double Heat Sink 
3. Roll Again 5. Jump Jet 3. LDouble Heat Sink 
1-3 4. Roll Agai 1-3 4.] Li Li i 
ae 6. Flamer ‘ [ sul bance Double Heat Sinks: 
5. Roll Again 5. LLarge Laser 10 (20) 
6. Roll Again Engine HitsOOO 6. Roll Again Effects 
: Gyro HitsOO ; Shutdown 
1. Roll Again : 1. Roll Again . 
a: Rua: Sensor HitsOO 3. ‘Roll: Aaei Ammo Exp, avoid on 8+ 
3. Baan Life Support O 3. Si fae Se ee 
. Roll Again . Roll Again = : 
4-6 4: Roll Anat A. Roi‘ Agai 5 Movement Points 
~ Roll Again 2 INOh gain +4 Modifier to Fire 
5. Roll Again 5. Roll Again Ammo Exp, avoid on 6+ 
6. | Again 6. Roll Again , 


Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 
+1 Modifier to Fire 

-1 Movement Points 


Left Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

. Jump Jet Damage Transfer 

. Jump Jet Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Jump Jet 

. Jump Jet 


OOO0O000000 


OnNRWNn = 
OnRwn= 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Phoenix Hawk PXH-2H 


Name: 


Movement Points: Tonnage: 45 ‘i ‘ici a 

Walking: 6 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - 
Running: 9 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 6 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 270 Fusion 


Weapons & Equipment Inventory (hexes) 

Qty Type Loc Ht Dmg Min Sht Med Lng 
2 Medium Laser LA 3. 5 [DE] — 3 6 9 
1 PPC RA 10 10 [DE] 3 6 12 18 


Quirks: Command Mek, Improved Communications, Ubiquitous 


® 


Head 


(Inner Sphere), Ubiquitous (Clans) 


BV: 1,183 


CRITICAL TABLE 


Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 
5. Medium Laser 6. Life Support 5. [PPC 
6. Medium Laser 6. | PPC 


1. Roll Again Center Torso 1. LPPC 

2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again H i 3. Roll Again 

4-6 ; 2s Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1. Jump Jet 3. Fusion Engine 1. Jump Jet 
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 
1-3 3. Jump Jet 5. Roll Again 1 3 3. Jump Jet 
4. Roll Again 6. Roll Again 4. Roll Again 
5. Roll Again 5. Roll Again 
6. Roll Again Engine HitsOOO 6. Roll Again 
4. Roll Again Gyro HitsO.O 4. Roll Again 
2. Roll Again Sensor HitsOO 2. Roll Again 
3. Roll Again Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 
5. Roll Again 5. Roll Again 
6. | Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

Lower Leg Actuator 

Foot Actuator 

Roll Again 

. Roll Again 


PURwWNo 
PURwNs 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 
Left Torso 


CO0O0000 


Center 
Torso 
(20) 


Left 
Torso Rear 


(5) 


Right Torso 


Right Arm 
(12) 


Right 


Torso Rear 


(5) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure 


lomne) 
loeze) 
lomme) 
oo 
oo 
ao 
loeze) 


Double Heat Sinks: 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


10 (20) 


O 
O 
O 
e) 
O 
O 
O 
O 
O 
eo) 


Heat 
Scale 


= = 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Chameleon CLN-7S 


Name: 


Engine Type: 250 Fusion 


e) 
A eo) 

Movement Points: Tonnage: 50 ‘i ‘ici a 
Walking: 5 Tech Base: Inner Sphere Gunniety Skil, —__ Pilodng'Skilt: - me 
Running: 8 Rules Level: Standard Hits Taken f1}2{}3]4f[s5[e] [e) 
Jumping: 5 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] (e) 
ie) 
ie) 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 LRM5 RT 2 1/MsI[M.CS] 6 7 14 21 eae. 

1 Large Laser RA 8 8 [DE] — 5 10 15 Torso Right Arm 
1 Large Laser LA 8 8 [DE] — §& 10 16 (24) 

1 Flamer LT 3 2[DEHAlI] — 1 2 3 


Ammo: (LRM 5) 24 Left Right 
Quirks: Easy to Pilot Torso Rear Torso Rear 
(6) (6) 


BV: 1,316 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
CRITICAL TABLE nas Scale 
Head Left Torso (12) Right Torso (12) — (Overtow 
Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 
4. Hand Actuator 5. Sensors 4. Hand Actuator 
5. ln Laser 6. Life Support 5. lhe Laser 
6. LLarge Laser 6. LLarge Laser 
1. Roll Again Center Torso 1. Roll Again 
2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again H i 3. Roll Again 
4-6 ; 2s Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro ; 
Left Torso 2. Fusion Engine Right Torso 
1. Jump Jet 3. Fusion Engine 1. LRM5 
2. Flamer 4-6 4. Fusion Engine 2. Ammo (LRM 5) 24 
4 3 3. Roll Again 5. Roll Again 1 3 3. Roll Again 
*% 4. Roll Again 6. Roll Again “9 4. Roll Again Double Heat Sinks: 
5. Roll Again 5. Roll Again 10 (20) 
6. Roll Again Engine HitsOOO0O 6. Roll Again Level* Effects 
i 30 Shutdown 
4. Roll Again Gyro HitsOO 4. Roll Again oo sane Eee oa ae 
2. Roll Again Sensor HitsOO 2. Roll Again heey. 
: gal Life SupportO : gal 26 Shutdown, avoid on 10+ 
4-6 3. Roll Again pp 3. Roll Again 25 -5 Movement Points 
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire 
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ 
6. | Again 6. Roll Again : 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Left Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

. Jump Jet Damage Transfer 

. Jump Jet Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Jump Jet 

. Jump Jet 


OOO0O000000 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 


Type: Griffin GRF-2S Name: 2 Q . 
Movement Points: Fennege: 729 Gunnery Skill Piloting Skill: oo°o 
Walking: 5 Tech Base: Inner Sphere ——4 ee (ome me) 
Running: 8 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | a 
Jumping: 5 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 5 5 S| 
Engine Type: 275 Fusion OoOo° 


Weapons & Equipment Inventory (hexes) 

Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Large Laser RA 8 8 [DE] — 5 10 15 
1 LRM 15 RT 5 1/MsI[M,C,S] 6 7 14 21 


Center 
Torso 
(26) 


Right Arm 


Ammo: (LRM 15) 24 


Quirks: Battle Fists (LA), Battle Fists (RA), Rugged (1 Point), Left Right 
Ubiquitous (Inner Sphere), Ubiquitous (Clans) ret Se 
ay ae @) INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 
CRITICAL TABLE Scale 
Head Right Torso ( 13 ) Overflow 
Left Arm 1. Life Support Right Arm 
1. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
1-3 3. Lower Arm Actuator 4. Roll Again 1-3 3. Lower Arm Actuator 
“Y 4. Hand Actuator 5. Sensors “Y 4. Hand Actuator 
5. Roll Again 6. Life Support 5. lhe Laser 
6. Roll Again 6. LLarge Laser 
1. Roll Again Center Torso 1. Roll Again 
2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again 2. Fusion Engine 3. Roll Again 
4-6 4. Roll Again 3. Fusion Engine 4-6 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro ri 
Left Torso 2. Fusion Engine Right Torso 
1. Jump Jet 3. Fusion Engine 1. Jump Jet 
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 
1-3 3. Roll Again 5. Jump Jet 1-3 3.) LRM 15 

“9 4. Roll Again 6. Roll Again “9 4.) LRM 15 Double Heat Sinks: 
5. Roll Again 5. LLRM 15 10 (20) 
6. Roll Again Engine HitsOOO0O 6. Ammo (LRM 15) 8 Level* Effects 

i 30 Shutdown 
Roll Again Gyro HitsO.O . Ammo (LRM 15) 8 


28 Ammo Exp, avoid on 8+ 
26 Shutdown, avoid on 10+ 
25 -5 Movement Points 
24 +4 Modifier to Fire 

23 Ammo Exp, avoid on 6+ 
22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


1 : 
2. Roll Again Sensor HitsOO . Ammo (LRM 15) 8 
3. Roll Again Life Support O . Roll Again 

4-6 4. Roll Again . Roll Again 
5. Roll Again . Roll Again 
6 | Again . Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OOO0O000000 
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BATTLEMECH RECORD SHEET 


'MECH DATA 


Type: Poleaxe POL-4X 


WARRIOR DA 


Name: 


Movement Points: Tonnage: 55 : = P 

: G Skill: Piloting Skill: 
Walking: 5 [6] Tech Base: Inner Sphere ee aay ee 
Running: 8 [9] Rules Level: Advanced Hits Taken 


Jumping: 5 


Consciousness # 7 10 | 11 | Dead 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
2 Medium Laser RT 3. 5 [DE] - 3 6 9 
1 Large Laser LT 8 8 [DE] - 5 10 15 
2 Small Laser RT 1. 983 [DE] - 1 2 3 
1 Mace RA — 14 - - = = 


BV: 1,400 


CRITICAL TABLE 


Head 
Left Arm 1. Life Support Right Arm 

4. Shoulder 2. Sensors 4. Shoulder 

2. Upper Arm Actuator 3. Cockpit . Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 

1 3 4. Hand Actuator 5. Sensors 1 3 4. Hand Actuator 

5. Triple-Strength Myomer 6. Life Support 5. | Mace 

6. Roll Again 6. | Mace 


41. Roll Again Center Torso Mace 

2. Rall Again 4. Fusion Engine -| Mace 

3. Roll Again i i 3. | Mace 
4-6 ] 2. Fusion Engine 4-6 

4. Roll Again 3. Fusion Engine 4. LMace 

5. Roll Again 1-3 4. Gyro 5. Triple-Strength Myomer 

6. Roll Again 5. Gyro 6. Triple-Strength Myomer 

6. Gyro 
1. Gyro 3 
Left Torso 2. Fusion Engine Right Torso 

41. fees Laser 3. Fusion Engine 1. Medium Laser 

2. LLarge Laser 4-6 4. Fusion Engine 2. Medium Laser 

3. Jump Jet 5. J Jet 3. Small Laser 
1-3 Reine 1-3 

4. Jump Jet 6. Roll Again 4. Small Laser 

5. Roll Again 5. Jump Jet 

6. Roll Again Engine Hits ferere) 6. Jump Jet 

4. Roll Again Gyro Hits Oo se) Roll Again 

2. Roll Again Sensor HitsOO Roll Again 

3. Roll Again Life Support fe) Roll Again 
4-6 4. Roll Again Roll Again 

5. Roll Again Roll Again 

6. Roll Again Roll Again 


Left Leg 
Hip 
Upper Leg Actuator 
Lower Leg Actuator 


Right Leg 
Hip 
Upper Leg Actuator 
Lower Leg Actuator 


QakoONs 
QAakwWMs> 


Foot Actuator Foot Actuator 
Triple-Strength Myomer Damage Transfer Triple-Strength Myomer 
Roll Again Diagram Triple-Strength Myomer 


BATTLETECH 


ARMOR DIAGRAM 


Left Torso 


Head (9) 
Right Torso 


COO00C00O 


e) 
oO 


Center 
Torso 
(28) 


Right Arm 


Left Right 
Torso Rear Torso Rear 
(6) (6) 


INTERNAL STRUCTURE DIAGRAM 


Left Torso (13) 


Head 


Right Torso (13) 


Left Right 
Arm Arm 
(9) (9) 
Center 
Torso 
(18) 
Left Right 
Leg Leg 
(13] (13] 


Heat 
Level* 
30 
28 
26 
25 
24 
23 
22 
20 
19 
18 
17 
15 
14 
13 
10 
8 
5 


Effects 
Shutdown 


Heat Sinks: 
10 


Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
-4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 

+1 Modifier to Fire 

-1 Movement Points 


OOO0O000000 


Heat 
Scale 


Overflow 


nM 
i*) 
oo 


nM 
* 


= 
wo 
* 


= 


16 | 
115*| 
14" 
12 | 
10* 
3 | 
8° | 
= 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Rifleman RFL-3S 


Name: 


Movement Points: Tonnage: 60 a mee 5a 
Walking: 4 Tech Base: Inner Sphere Seen ae a ip 
Running: 6 Rules Level: Standard Hits Taken | 1 

Jumping: 0 Consciousness #] 3 5 


Engine Type: 240 Fusion 


OO000000 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 Medium Laser LT 3. 5 [DE] — 3 6 9 ee 

1 Medium Laser RT 3. 5 [DE] — 3 6 9 Torso Right Arm 
1 LRM5 RA 2 1/MsI[M,C,S] 6 7 14 21 (21) 

1 LRM5 LA 2 1/Msl[M,C,S] 6 7 14 21 

1 ACIS RA 1. 5[DB,S] 36 12 18 

1 ACIS LA 1. 5[DB,S] 36 12 18 


Ammo: (AC/5) 20, (Flak AC/5) 20, (LRM 5) 48 


Quirks: Anti-Aircraft Targeting, Improved Communications, Left Right 
Searchlight, Ubiquitous (Inner Sphere), Ubiquitous (Clans) sere irra 


BV: 1,108 


CRITICAL TABLE 


® 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Head Right Torso (14) — (Overtow 
Left Arm 1. Life Support Right Arm | 
1. Shoulder 2. Sensors 1. Shoulder ° 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator fe} 
3. [ACIS 4. Roll Again 3. ACIS ° 
1-3 4} acs 5. Sensors 1-3 4} acis ° 
5.| ACIS 6. Life Support 5.| ACIS ° 
6. LAC/5 6. LAC/S . Right 
1. LRMS5 Center Torso 1. LRMS5 ° pes 
2. Roll Again 1. Fusion Engine 2. Roll Again op (19) 
4-6 ‘ ee 2. Fusion Engine 4-6 3.. Roll Again 
. gain 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro is 
Left Torso 2. Fusion Engine Right Torso 
1. Medium Laser 3. Fusion Engine 1. | Double Heat Sink 
2. Ammo (LRM 5) 24 4-6 4. Fusion Engine 2. | Double Heat Sink 
3. Ammo (Flak AC/5) 20 5. Roll Again 3. LDouble Heat Sink 
1-3 4. Roll Again 6. Roll Again 1-3 4. Medium Laser Double Heat Sinks: 
5. Roll Again 5. Ammo (LRM 5) 24 40 (20) 
6. Roll Again Engine HitsO0OO0O 6. Ammo (AC/5) 20 Level* Effects 
; Gyro HitsOO . 30 Shutdown 
. ae | Again Sensor HitsOO ty Roll Again 28 Ammo Exp, avoid on 8+ 
. Roll Again 2. Roll Again . 
i Life Support O ‘ 26 Shutdown, avoid on 10+ 
4-6 . - ; na ; He por 25 -5 Movement Points 
pi oe ; an . fat pea 24 +4 Modifier to Fire 
eo emeiogaln eon galt 23 Ammo Exp, avoid on 6+ 
6. | Again 6. Roll Again 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OOO0O000000 
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BATTLETECH 


BATTLEMECH RECORD SHEET 
"MECH DATA 
Type: Crusader CRD-4D (IWTTD) 


WARRIOR DATA 


Name: 


erate ae shat ie Sphere ee a eee 
Running: 6 Rules Level: Advanced Hits Taken | 1 
Jumping: 4 Consciousness #] 3 5 
Engine Type: 260 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
1 Medium Laser LA 3. 5 [DE] — 3 6 9 
1 SRM4 LL 3 2/MsI[M.C,S} — 3 6 9 
1 SRM4 RL 3 2/MsI[M,C,S]} — 3 6 
1 Thumper RT/RA 5 15[AE,S,F] — 1 2 


Ammo: (Cluster Thumper) 20, (SRM 4) 25, (Thumper) 20 
Quirks: Easy to Maintain, Rugged (1 Point), Ubiquitous (Inner 


® 


Head 


Sphere), Ubiquitous (Clans) 


BV: 1,087 


CRITICAL TABLE 


Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 
5. Medium Laser 6. Life Support 5. [ Thumper 
6. Roll Again 6. | Thumper 


41. Roll Again Center Torso 1. LThumper 
2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again A i 3. Roll Again 
4-6 ; 2: Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1. Ammo (Thumper) 20 3. Fusion Engine 1. | Thumper 
2. Ammo (Cluster Thumper) 20 4-6 4. Fusion Engine 2. | Thumper 
4-3 3. Ammo (SRM 4) 25 5. Jump Jet 1-3 3. | Thumper 
4. Roll Again 6. Jump Jet 4.| Thumper 
5. Roll Again 5. | Thumper 
6. Roll Again Engine HitsOOO 6. | Thumper 
1. Roll Again Gyro Hits Oo se) 1. | Thumper 
2. Roll Again Sensor Hits oO ° 2. | Thumper 
3. Roll Again Life Support fe) 3. | Thumper 
4-6 4. Roll Again 4. | Thumper 
5. Roll Again 5. | Thumper 
6. | Again 6. LThumper 


Left Leg 
Hip 

. Upper Leg Actuator 

Lower Leg Actuator 

. Foot Actuator 

. Jump Jet 

SRM 4 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Jump Jet 

SRM 4 


Damage Transfer 
Diagram 


ON aWNS 
ONRWNa 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


COOCDO000000 


Center 
Torso 
(30) 


Right Arm 


Left Right 
Torso Rear Torso Rear 
(6) (6) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 


Scale 


Right Torso ( 15 ) 


350000000 


Double Heat Sinks: 


Effects 10 (20) 


30 Shutdown 
28 Ammo Exp, avoid on 8+ 
26 Shutdown, avoid on 10+ 
25 -5 Movement Points 
24 +4 Modifier to Fire 

23 Ammo Exp, avoid on 6+ 
22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


OOO0O000000 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Crusader CRD-3S (IWTTD) 


Name: 


Movement Points: Tonnage: 65 a men 9a 
Walking: 4 Tech Base: Inner Sphere Sennen ae a ipa 
Running: 6 Rules Level: Advanced Hits Taken | 1 

Jumping: 0 Consciousness #] 3 5 


Engine Type: 260 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 Medium Laser LA 3. 5 [DE] — 3 6 9 Pee 

1 Arrow IV RA/RT10 20[AE,S,F] — 1 2 Torso Right Arm 
1 SRM4 LL 3 2/MsI[MC,Ss]} — 3 6 (32) 

1 SRM4 RL 3 2/MsI[M,.C,S] — 3 6 


Ammo: (Arrow IV) 5, (Arrow IV Cluster) 5, (Arrow IV Smoke) 5, 
(SRM 4) 25 


Quirks: Easy to Maintain, Rugged (1 Point), Ubiquitous (Inner Left Right 
Sphere), Ubiquitous (Clans) rice ar a 


BV: 1,365 


CRITICAL TABLE 


® 


Head 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Right Torso ( 15 ) Overflow 
Left Arm 1. Life Support Right Arm fl 
1. Shoulder 2. Sensors 1. Shoulder ° 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator fe} 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator (o) 
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator ie) 
5. Medium Laser 6. Life Support 5. [ Arrow IV ° 
6. Roll Again 6. | Arrow IV . Right 
4. Roll Again Center Torso 4. | Arrow IV o pes 
2. Roll Again 1. Fusion Engine 2.) Arrow IV op (19) 
4-6 : an pice 2. Fusion Engine 4-6 3. | Arrow IV 
. gain 3. Fusion Engine 4. | Arrow IV 
5. Roll Again 1-3 4. Gyro 5. | Arrow IV 
6. Roll Again 5. Gyro 6. LArrow IV 
6. Gyro 


1. Gyro F 
Left Torso 2. Fusion Engine Right Torso 
1. Ammo (Arrow IV) 5 3. Fusion Engine 1.] Arrow IV 
2. Ammo (Arrow IV Cluster) 5 4-6 4. Fusion Engine 2. | Arrow IV 
4 3 3. Ammo (Arrow IV Smoke) 5 5. Roll Again 1 3 3. | Arrow IV 
4. Ammo (SRM 4) 25 6. Roll Again 4.| Arrow IV Double Heat Sinks: 
5. Roll Again 5. | Arrow IV 10 (20) 
6. Roll Again Engine HitsO0OO0O 6. | Arrow IV Level* Effects 
; Gyro HitsOO 30 Shutdown 
1. Roll Again Sensor HitsOO 1. LArrow Vv 28 Ammo Exp, avoid on 8+ 
2. Roll Again 2. Roll Again . 
i Life Support O : 26 Shutdown, avoid on 10+ 
4-6 . ae na : er an 25 -5 Movement Points 
pi oe an . aa path 24 +4 Modifier to Fire 
eo emeiogaln eer gall 23 Ammo Exp, avoid on 6+ 
6. Roll Again 6. Roll Again 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Left Leg 
Hip 

. Upper Leg Actuator 

Lower Leg Actuator 

. Foot Actuator 

SRM 4 Damage Transfer 

. Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

SRM 4 

. Roll Again 


OOO0O000000 
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[13° | 
[12 | 
[10° | 
Zz 
ra 
6 _| 
Ls | 
| 4 | 
| 3 | 
| 2 | 
Lt | 
Lo | 


© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. 
Catalvst Game Labs and the Catalvst Game Labs loaqo are trademarks of InMediaRes Production. LLC. Permission to photocopy for personal use. 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 


ome) 

Type: Thunderbolt TDR-6S Name: 00,9] © 
Movement Points: Tonnage: 65 = fas oe one 
Walking: 4 Tech Base: Inner Sphere ee a eee re) “ 
Running: 6 Rules Level: Standard Hits Taken [4 Ojo 
Jumping: 0 Consciousness #] 3 5 a ie 
Engine Type: 260 Fusion O 

Oo 

e) 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


3 Medium Laser LT 3. 5 [DE] — 3 6 9 Pare 

1 PPC RA 10 10 [DE] 3 6 12 18 Torso Right Arm 
1 LRM 15 RT 5 1/MsI[M,.C,S] 6 7 14 21 (31) 

1 SRM4 RT 3 2/MsI[M,C,S]}— 3 6 9 

3 Machine Gun LA — 2[DB,Al] — 1 2 3 


Ammo: (LRM 15) 8, (Machine Gun) 100, (SRM 4) 25 Left Right 
Quirks: Multi-Trac, Rugged (2 Point), Ubiquitous (Inner Sphere) a ara 
BV: 1,459 @) INTERNAL STRUCTURE DIAGRAM 
= Standard Structure Heat 
CRITICAL TABLE ae Scale 


Head 


Right Torso ( 15 ) Overflow 
Left Arm 1. Life Support Right Arm fl 
1. Shoulder 2. Sensors 1. Shoulder ° 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator fe} 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ° 
1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator ie) 
5. Machine Gun 6. Life Support 5. [PPC ° 
6. Machine Gun 6.| PPC . Right 
1. Machine Gun Center Torso 1. LPPC O pes 
2. Ammo (Machine Gun) 100 4. Fusion Engine 2. Ammo (SRM 4) 25 op (19) 
4-6 : it pine 2. Fusion Engine 4-6 3.. Rall Again 
. gain 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1. Medium Laser 3. Fusion Engine 1. po Heat Sink 
2. Medium Laser 4-6 4. Fusion Engine 2. | Double Heat Sink 
4 3 3. Medium Laser 5. Roll Again 1 3 3. LDouble Heat Sink 
4. Roll Again 6. Roll Again 4.] LRM 15 Double Heat Sinks: 
5. Roll Again 5.| LRM 15 11 (22) 
6. Roll Again Engine HitsOOO 6. LLRM 15 Level* Effects 
i 30 Shutdown 
gee oe ee tb ole oe tes SRANS 28 Ammo Exp, avoid on 8+ OO 
2. Roll Again Sensor HitsOO 2. Ammo (LRM 15) 8 : 
gal Life S tO (l ) 26 Shutdown, avoid on 10+ 
4-6 3. Roll Again Ife Suppo 3. Roll Again 25 -5 Movement Points 
4. Roll Again 4. Roll Again 24 +4 Modifier to Fire 
5. Roll Again 5. Roll Again 23 Ammo Exp, avoid on 6+ 
6. | Again 6. Roll Again 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 
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Se SN > 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 


ome) 
Type: Warhammer WHM-6S Name: 050.0 
Movement Points: Tonnage: 70 a men 9a O 
Walking: 4 Tech Base: Inner Sphere ee a eee re) 
Running: 6 Rules Level: Standard Hits Taken | 1 ° 
Jumping: 4 Consciousness #] 3 5 a 
Engine Type: 280 Fusion O 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 PPC LA 10 10 [DE] 3 6 12 18 éoniée 

1 PPC RA 10 10 [DE] 3 6 12 18 Tors6 Right Arm 
2 Medium Laser LT 3. 5 [DE] — 3 9 (31) 

2 Medium Laser RT 3. 5 [DE] — 3 6 VQ 

1 SRM6 RT 4 2/MsI[M,C,S]} — 3 6 9 

1 Machine Gun LT — 2[DB,Al] — 1 2 3 


Ammo: (Machine Gun) 100, (SRM 6) 15 


Quirks: Rugged (2 Point), Searchlight, Stable, Ubiquitous (Inner Left Right 
Sphere), Ubiquitous (Clans) Torso Rear Torso Rear 
(8) (8) 
BV: 1,601 @) INTERNAL STRUCTURE DIAGRAM 
= Standard Structure Heat 
CRITICAL TABLE Scale 


Head 


Right Torso ( 15 ) Overflow 
Left Arm 1. Life Support Right Arm fl 
1. Shoulder 2. Sensors 1. Shoulder {e) 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator ie) 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator ° 
1-3 4 ppc 5. Sensors 1-3 4 rppc a 
5. re 6. Life Support 5.| PPC oO 
6. LPPC 6. LPPC ©} Right 
A A 7 Arm 
41. Roll Again Center Torso 1. Roll Again fe) (11) 
2. Roll Again 1. Fusion Engine 2. Roll Again 9 
4-6 : ‘ee pice 2. Fusion Engine 4-6 3. Roll Again 
. gain 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro ri 
Left Torso 2. Fusion Engine Right Torso 
1. Jump Jet 3. Fusion Engine 1. Jump Jet 
2. Jump Jet 4-6 4. Fusion Engine 2. Jump Jet 
1-3 3. Medium Laser 5. Roll Again 1-3 3. hee 6 
“9 4. Medium Laser 6. Roll Again “9 4.LSRM6 Double Heat Sinks: 
5. Machine Gun 5. Medium Laser 14 (22) 
6. Ammo (Machine Gun) 100 Engine HitsO0OO0O 6. Medium Laser Level* Effects 
i 30 Shutdown 
4. Roll Again Gyro HitsO.O . Ammo (SRM 6) 15 a aren ore OO 
2. Roll Again Sensor HitsOO Roll Again aps 
: gal Life SupportO . gal 26 Shutdown, avoid on 10+ 
4 6 3. Roll Again pp . Roll Again 25 -5 Movement Points 
4. Roll Again ~ Roll Again 24 +4 Modifier to Fire 
5. Roll Again . Roll Again 23 Ammo Exp, avoid on 6+ 
6. Roll Again . Roll Again : 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 

10 -2 Movement Points 

8 +1 Modifier to Fire 
-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 
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"MECH DATA 


Type: Archer ARC-3S 


Movement Points: Tonnage: 70 

Walking: 4 Tech Base: Inner Sphere 
Running: 6 Rules Level: Standard 
Jumping: 0 


Engine Type: 280 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 Medium Laser LA 3. 5 [DE] — 3 6 9 
1 Medium Laser RA 3 5 [DE] — 3 6 9 
1 LRM 15 LT 5 1/MsI[M,C,S] 6 7 14 21 
1 SRM4 LT 3 2/MsI[M,C,S]}—- 3 6 9 
1 LRM15 RT 5 1/MsI[M,C,S] 6 7 14 21 
1 SRM4 RT 3 2/MsI[M,C,S]} — 3 6 9 
2 Medium Laser (R) 3 5 [DE] — 2» & 9 


Ammo: (LRM 15) 32, (SRM 4) 50 
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, Stable, 


Ubiquitous (Inner Sphere) 


Head 


BV: 1,450 


CRITICAL TABLE 


Left Arm 1. Life Support 
1. Shoulder 2. Sensors 
2. Upper Arm Actuator 3. Cockpit 
1-3 3. Lower Arm Actuator 4. Roll Again 
“Y 4. Hand Actuator 5. Sensors 
5. Medium Laser 6. Life Support 
6. Roll Again 


41. Roll Again Center Torso 
2. Roll Again 1. Fusion Engine 
4-6 3. Roll Again 2. Fusion Engine 
“~ 4. Roll Agai i i 
. Roll Again 1 3 3. Fusion Engine 
5. Roll Again “Y 4. Gyro 
6. Roll Again 5. Gyro 
6. Gyro 


Gyro 
Fusion Engine 
Fusion Engine 
Fusion Engine 
Medium Laser (R) 
Medium Laser (R) 


Left Torso 

4. [LRM 15 
2.| LRM 15 4-6 

3. LLRM 15 
1-3 4. SRM4 
5 
6 


Oe ONS 


. Ammo (LRM 15) 8 


. Ammo (LRM 15) 8 Engine HitsOOO 
Gyro HitsOO 
1. Ammo (SRM 4) 25 z 
2. Rall pes Sensor HitsOO 
3. Roll Again Life Support O 
4-6 4. Roll Again 
5. Roll Again 
6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


PARONa 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


WARRIOR DATA 


Name: 


(e) 
(e) 
oO 


eqo0ee™ ie) 


O 
ODOODO00000 


Gunnery Skill: Piloting Skill: 


Hits Taken | 1 


Consciousness # | 3 5 


Center 
Torso 
(32) 


Right Arm 


Left Right 
Torso Rear Torso Rear 
(8) (8) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Right Torso (15) 


Right Arm 
Shoulder 

Upper Arm Actuator 
Lower Arm Actuator 
Hand Actuator 
Medium Laser 

Roll Again 


1-3 


a NS 


Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


3000000000 


4-6 


Ssh ea 


Right Torso 

1. [LRM 15 

2.| LRM 15 

3. LLRM 15 
1-3 4 srm4 
5. 
6 


Double Heat Sinks: 


. Ammo (LRM 15) 8 10 (20) 


. Ammo (LRM 15) & Level* Effects 


30 Shutdown 


1. Ammo (SRM 4) 25 28 Ammo Exp, avoid on 8+ 
2. Roll Again 26 Shutdown, avoid on 10+ 
3. Roll Again 25 -5 Movement Points 

4. Roll Again 24 +4 Modifier to Fire 

5. Roll Again 23 Ammo Exp, avoid on 6+ 
6. Roll Again 


22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OOO0O000000 


OnRwnas 
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Profile 


"MECH DATA 
Type: Marauder MAD-3S 


Ammo: (LRM 15) 16 
Quirks: Command Mek, Hyper-Extending Actuators, Narrow/Low 


BV: 


. Medium Laser 
. Roll Again 


; 
2. 
3. 

4-6; 
5. 
6. 


PARONa 


1,634 


CRITICAL TABLE 


Left Arm 
Shoulder 


Upper Arm Actuator 
Lower Arm Actuator 


PPC 
PPC 


PPC 


Roll Again 


. Roll Again 
. Roll Again 
. Roll Again 


Left Torso 
Double Heat Sink 

Ee Heat Sink 
Double Heat Sink 
Double Heat Sink 

Duo Heat Sink 
Double Heat Sink 


. Ammo (LRM 15) 8 
. Ammo (LRM 15) 8 


1 
2 
3. 
4-6 4 
5 
6 


Roll Again 


. Roll Again 
. Roll Again 
. Roll Again 


Left Leg 
Hip 


Upper Leg Actuator 
Lower Leg Actuator 


Foot Actuator 
Roll Again 
Roll Again 


BATTLETECH 


BATTLEMECH RECORD SHEET 


® 


Head 
. Life Support 
. Sensors 
Cockpit 

. Roll Again 

. Sensors 

. Life Support 


OnRhWNnN= 


Fusion Engine 
Fusion Engine 
Fusion Engine 
Gyro 
Gyro 
Gyro 


OO Pon > 


Gyro 
Fusion Engine 
Fusion Engine 
Fusion Engine 
Roll Again 
Roll Again 


4-6 


DONS 


Engine Hits 
Gyro Hits 


Sensor Hits 
Life Support 


Damage Transfer 


Center Torso 


WARRIOR DATA 


Name: 


tothe tlk oo ee Ae Sphere ee a eee 
Running: 6 Rules Level: Standard Hits Taken | 1 
Jumping: 0 Consciousness #] 3 5 
Engine Type: 300 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 

1 PPC LA 10 10 [DE] 3 6 12 18 

1 Medium Laser LA 3. 5 [DE] — 3 6 9 

1 PPC RA 10 10 [DE] 3 6 12 18 

1 Medium Laser RA 3. 5 [DE] — 3 6 VQ 

1 LRM 15 RT 5. 1/Msl [M,C,S] 6 7 14 21 


Right Arm 
Shoulder 

Upper Arm Actuator 
Lower Arm Actuator 
PPC 
PPC 
PPC 


1-3 


So NS 


Medium Laser 
Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


4-6 


BG Pe ie 


Right Torso 
LRM 15 
LRM 15 
LRM 15 
Roll Again 
Roll Again 
Roll Again 


= 
1 
ow 
oR Pee Ns 


o0O0 
fete) 
fete) 
oO 


Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


Se ON 


Right Leg 
Hip 

. Upper Leg Actuator 
. Lower Leg Actuator 
. Foot Actuator 

. Roll Again 

. Roll Again 


OuhwWna 


Diagram 


Torso Rear 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso 


Left 


(8) 


Center 
Torso 
(34) 


Right Torso 


Right Arm 


Right 
Torso Rear 


(8) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


Right Torso ( 16 ) 


55000000000 


14 (28) 


Heat 
Scale 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Zeus ZEU-7S 


Name: 
Movement Points: 


Tonnage: 80 Gunnery Skill: Piloting Skill: 


Walking: 4 Tech Base: Inner Sphere 
Running: 6 Rules Level: Standard Hits Taken | 1 
Jumping: 0 Consciousness #] 3 5 
Engine Type: 320 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
1 ACI5 LA 5 [DB,S] 3 6 12 18 
1 LRM 15 RA 5 ‘1/MsI[M,C,S] 6 7 14 21 
2 Medium Laser CT 3. 5 [DE] — 3 6 9 
1 PPC LT 10 10 [DE] 3 6 12 18 


Ammo: (AC/5) 20, (LRM 15) 16 
Quirks: Barrel Fists (RA), Easy to Maintain 


BV: 1,623 


CRITICAL TABLE 


® 


Head 


Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 
1-3 4 racis 5. Sensors 1-3 grim is 
5.| ACIS 6. Life Support 5.| LRM 15 
6. | AC/5 6. LLRM 15 


1. LAC/5 Center Torso 1. Roll Again 
2. Ammo (AC/5) 20 4. Fusion Engine 2. Roll Again 
3. Roll Again i i 3. Roll Again 
4-6 ; 2: Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 

1.) PPC 3. Fusion Engine 1. Ammo (LRM 15) 8 

2.| PPC 4-6 4. Fusion Engine 2. Ammo (LRM 15) 8 
4-3 3. LPPC 5. Medium Laser 1-3 3. Roll Again 

4. Roll Again 6. Medium Laser 4. Roll Again 

5. Roll Again 5. Roll Again 

6. Roll Again Engine HitsOOO 6. Roll Again 

4. Roll Again Gyro HitsO.O 4. Roll Again 

2. Roll Again Sensor HitsOO 2. Roll Again 

3. Roll Again Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 

5. Roll Again 5. Roll Again 

6. | Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


Right Leg 
Hip 

. Upper Leg Actuator 
. Lower Leg Actuator 
. Foot Actuator 

. Roll Again 
. Roll Again 


Damage Transfer 
Diagram 


Se SN > 
OuhwWna 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


OXe) 
oxo exe 
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OO 0°, 6°, O 
050 


Center 
Torso 
(38) 


Right Arm 


Left Right 
Leg Center Leg 
(34) Torso (34) 


(12) 


Left Right 
Torso Rear Torso Rear 
(8) (8) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Head 


Left Torso (17) Right Torso ( 17 ) 


550000000000 


Double Heat Sinks: 


Effects 10 (20) 


30 Shutdown 
28 Ammo Exp, avoid on 8+ 
26 Shutdown, avoid on 10+ 
25 -5 Movement Points 
24 +4 Modifier to Fire 

23 Ammo Exp, avoid on 6+ 
22 Shutdown, avoid on 8+ 
20 -4 Movement Points 

19 Ammo Exp, avoid on 4+ 
18 Shutdown, avoid on 6+ 
17 +3 Modifier to Fire 

15 -3 Movement Points 

14 Shutdown, avoid on 4+ 
13 +2 Modifier to Fire 
10 -2 Movement Points 
8 +1 Modifier to Fire 
-1 Movement Points 


OOO0O000000 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: BattleMaster BLR-2S 


Name: 
Movement Points: Tonnage: 85 


Walking: 4 Tech Base: Inner Sphere Gunnery Skil _—__. Pilodng'Skilt - —___ 
Running: 6 Rules Level: Standard Hits Taken f1}2{}3]4/[s5[e] 
Jumping: 0 : Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 
Engine Type: 340 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 
1 PPC RA 10 10 [DE] 3 6 12 18 
3 Medium Laser LT 3. 5 [DE] — 3 6 9 
3 Medium Laser RT 3. 5 [DE] = 3 6 9 
1 LRM 15 LT 5 ‘1/MsI[M,C,S] 6 7 14 21 
2 Flamer LA 3 2/[DE,H,Al] — 1 2 
1 Medium Laser (R) LT 3 5 [DE] — 3 6 9 
1 Medium Laser (R) 3 5 [DE] 3 


Ammo: (LRM 15) 16 
Quirks: Command Mek, Weak Head Armor (1) 


BV: 1,785 


CRITICAL TABLE 


® 


Head 
Left Arm 1. Life Support Right Arm 

4. Shoulder 2. Sensors 4. Shoulder 

2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. Lower Arm Actuator 4. Roll Again 3. Lower Arm Actuator 

1-3 4. Hand Actuator 5. Sensors 1-3 4. Hand Actuator 
5. Flamer 6. Life Support 5.[ PPC 
6. Flamer 6.| PPC 


1. Roll Again Center Torso 1. LPPC 

2. Roll Again 4. Fusion Engine 2. Roll Again 
3. Roll Again H i 3. Roll Again 

4-6 ; 2s Fusion Engine 4-6 : 
4. Roll Again 3. Fusion Engine 4. Roll Again 
5. Roll Again 1-3 4. Gyro 5. Roll Again 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1.| LRM 15 4 6 3. Fusion Engine 1. Medium Laser 
2.| LRM 15 “Y 4. Fusion Engine 2. Medium Laser 
1-3 3. LLRM 15 5. Roll Again 1 3 3. Medium Laser 
4. Medium Laser 6. Roll Again 4. Medium Laser (R) 
5. Medium Laser 5. Roll Again 
6. Medium Laser Engine HitsOOO0O 6. Roll Again 
4. Medium Laser (R) Gyro HitsO.O 4. Roll Again 
2. Ammo (LRM 15) 8 Sensor HitsOO 2. Roll Again 
3. Ammo (LRM 15) 8 Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 
5. Roll Again 5. Roll Again 
6. Roll Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


Damage Transfer 
Diagram 


Se AN > 
OnRwWwn= 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 
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@) 
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00000000 
OO 000000 
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Center 
Torso 
(41) 


Left 
Torso Rear 


(9) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Right 
Torso Rear 


(9) 


Left Torso (18 ) Right Torso ( 18 ) 


Double Heat Sinks: 
10 (20) 


O 
O 
O 
e) 
O 
O 
O 
O 
O 
eo) 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
[25° | 
| 24" | 
[23° | 
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| 24 | 
| 20° | 
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18" | 
16 | 
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[14° | 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Longbow LGB-0S 


Name: 
Movement Points: 


Tonnage: 85 


Walking: 3 Tech Base: Inner Sphere Sunneny ARN PACH NN: 
Running: 5 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 0 ' Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 
Engine Type: 255 Fusion 
Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 

1 LRM 20 LA 6 1/MsI[M,C,S] 6 7 14 21 

1 LRM 20 RA 6 ‘1/MsI[M,C,S] 6 7 14 21 

1 LRM 10 RT 4 1/MsI[M,C,S] 6 7 14 21 

1 LRM 10 LT 4 1/MsI[M,C,S] 6 7 14 21 

2 Medium Laser CT 3. 5 [DE] — 3 6 9 


Ammo: (LRM 10) 24, (LRM 20) 12 
Quirks: Anti-Aircraft Targeting, Searchlight, Ubiquitous (Inner 


® 


Sphere), No/Minimal Arms 


BV: 1,648 


CRITICAL TABLE 
Head 
Left Arm 1. Life Support Right Arm 

4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. [LRM 20 4. Roll Again 3. [LRM 20 

1-3 4} iM 20 5. Sensors 1-3 4} RM 20 
5. | LRM 20 6. Life Support 5. | LRM 20 
6. | LRM 20 6.| LRM 20 


1. LLRM 20 Center Torso 1. LLRM 20 

2. Roll Again 4. Fusion Engine 2. Roll Again 
4-6 3. Roll Again 2. Fusion Engine 4-6 3. Roll Again 

4. Roll Again 3. Fusion Engine 4. Roll Again 

5. Roll Again 1-3 4. Gyro 5. Roll Again 

6. Roll Again 5. Gyro 6. Roll Again 

6. Gyro 
1. Gyro 
Left Torso 2. Fusion Engine Right Torso 

ba eso 4-6 3. Fusion Engine mee 

2. LLRM 10 “Y 4. Fusion Engine 2. LLRM 10 

3. Ammo (LRM 20) 6 5. Medium Laser 3. Ammo (LRM 20) 6 
1-3 4 Ammo (LRM 10) 12 6. Medium Laser 1-3 4 Ammo (LRM 10) 12 

5. Roll Again 5. Roll Again 

6. Roll Again Engine HitsOOO 6. Roll Again 

4. Roll Again Gyro HitsO.O 4. Roll Again 

2. Roll Again Sensor HitsOO 2. Roll Again 

3. Roll Again Life Support O 3. Roll Again 
4-6 4. Roll Again 4. Roll Again 

5. Roll Again 5. Roll Again 

6. Roll Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


Damage Transfer 
Diagram 


Se AN > 
OnRwWwn= 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


OOOO00000 


Center 
Torso 
(31) 


Right Arm 


Left 
Torso Rear 
(10) 


Right 
Torso Rear 
(10) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 
Scale 


Left Torso (18 ) Right Torso ( 18 ) 


Double Heat Sinks: 
10 (20) 


O 
O 
O 
e) 
O 
O 
O 
O 
O 
eo) 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
[25° | 
| 24" | 
[23° | 
| 22" | 
| 24 | 
| 20° | 
[19° | 
18" | 
16 | 
[15° | 
[14° | 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


WARRIOR DATA 
Type: Stalker STK-3S 


Name: 


Movement Points: Tonnage: 85 ‘i ‘ici a 

Walking: 3 Tech Base: Inner Sphere Gunnery Skil, —__ Pilodng'Skile: « 
Running: 5 Rules Level: Standard Hits Taken{ 1 | 2 | 3 | 4] 5 | 6 | 
Jumping: 0 Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Engine Type: 255 Fusion 


Weapons & Equipment Inventory (hexes) 
Qty Type Loc Ht Dmg Min Sht Med Lng 


1 PPC RT 10 10 [DE] 3 6 12 18 
1 PPC LT 10 10 [DE] 3 6 12 18 
1 SRM4 RT 3  2/MsI[M,C,S] — 3 
1 SRM4 LT 3  2/MsI[M,C,S] — 3 
3 Medium Laser RA 3. 5 [DE] — 3 
3 Medium Laser LA 3. 5 [DE] — 3 
1 LRM 10 RA 4 1/MsI[M,C,S] 6 7 
1 LRM 10 LA 4 1/MsI[M,C,S] 6 7 


Ammo: (LRM 10) 24, (SRM 4) 25 
Quirks: Combat Computer, Ubiquitous (Inner Sphere), No/Minimal 


® 


Arms 


BV: 1,794 


CRITICAL TABLE 


Head 
Left Arm 1. Life Support Right Arm 
4. Shoulder 2. Sensors 4. Shoulder 
2. Upper Arm Actuator 3. Cockpit 2. Upper Arm Actuator 
3. [LRM 10 4. Roll Again 3. [LRM 10 
1-3 Aen 5. Sensors 1-3 pheren 
5. Medium Laser 6. Life Support 5. Medium Laser 
6. Medium Laser 6. Medium Laser 


1. Medium Laser Center Torso 1. Medium Laser 

2. Ammo (LRM 10) 12 1. Fusion Engine 2. Ammo (LRM 10) 12 
3. Roll Again H i 3. Roll Again 

4-6 ; 2s Fusion Engine 4-6 : 

4. Roll Again 3. Fusion Engine 4. Roll Again 

5. Roll Again 1-3 4. Gyro 5. Roll Again 

6. Roll Again 5. Gyro 6. Roll Again 

6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine Right Torso 
1. Ee Heat Sink 4-6 3. Fusion Engine 1. po Heat Sink 
2. | Double Heat Sink “4. Fusion Engine 2. | Double Heat Sink 
1-3 3. LDouble Heat Sink 5. Ammo (SRM 4) 25 1-3 3. LDouble Heat Sink 
4. Ee Heat Sink 6. Roll Again 4. Doo Heat Sink 
5. | Double Heat Sink 5. | Double Heat Sink 
6. LDouble Heat Sink Engine HitsOOO 6. LDouble Heat Sink 
1. [PPC Gyro HitsOO 1. [PPC 
2. pe Sensor HitsOO 2 [Pre 
3. LPPc Life Support O 3. LPPC 
4-6 4. SRM4 4. SRM4 
5. Roll Again 5. Roll Again 
6. Roll Again 6. Roll Again 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


Se AN > 
OnRwWwn= 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso 


O00 00.0 Of. O 
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Leg Center 
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(10) 


INTERNAL STRUCTURE DIAGRAM 


Center 
Torso 
(41) 


(12) 


Right Torso 


Standard Structure 


Left Torso (18) 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


Right Torso ( 18 ) 


Right Arm 
(22) 


Right 
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(10) 
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ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


BATTLETECH 


BATTLEMECH RECORD SHEET 


95 (ojele) of 
"MECH DATA WARRIOR DATA we) 05 
O~O 
Type: Banshee BNC-4S Name? oe O50 5° 
Movement Points: Tonnage: 95 ‘i ‘ici a fe) O70 O 
Walking: 3 Tech Base: Inner Sphere Gunniety Skil, —___ Pilodng'Skilt: - 2° one e 
Running: 5 Rules Level: Standard HitsTaken{ 1] 2]3]4 [5 | 6 | O60, 
Jumping: 0 ; an 9 faye) oO 
ping Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] e) oO e) 
Engine Type: 285 Fusion oO 505 ie) 
Weapons & Equipment Inventory (hexes) O50 
O-O 


Qty Type Loc Ht Dmg Min Sht Med Lng 


1 PPC LA 10 10 [DE] 36 12 18 es 

1 AC/10 LT 3 10 [DB,S] — 5 10 15 Torso Right Arm 
1 PPC RT 10 10 [DE] 36 12 18 (47) 

2 Medium Laser RT 3. 5 [DE] = 3 6 98 

1 LRM 15 RA 5 1/MsI[M.C,S}] 6 7 14 21 

1 Flamer LA 3 2[DEHA] — 1 2 3 Right 


Center 
Torso 
(12) 


Ammo: (AC/10) 20, (LRM 15) 16 Left Right 
Quirks: Rugged (1 Point), Bad Reputation (Inner Sphere) mei sar es 
ave N18 ®) INTERNAL STRUCTURE DIAGRAM 
Standard Structure Heat 
CRITICAL TABLE Scale 
Head Left Torso ( 20) Right Torso (20) Overflow 
Left Arm 1. Life Support Right Arm 
1. Shoulder 2. Sensors 4. Shoulder 
3. Cockpit bae 
2. Upper Arm Actuator - GOckpl . 2. Upper Arm Actuator 000 
1-3 3. Lower Arm Actuator 4. Roll Again 4-3 3. Lower Arm Actuator Soo 
“Y 4.7 PPC 5. Sensors “Y 4. Hand Actuator 000 
5.] PPC 6. Life Support 5. [ Double Heat Sink Sooo 
6. LPPC 6. | Double Heat Sink Bao 


1. Flamer Center Torso 1. LDouble Heat Sink O° 
2. Roll Again 1. Fusion Engine 2. [LRM 15 
3. Roll Again i i 3.| LRM 15 
4-6 : 2s Fusion Engine 4-6 
4. Roll Again 3. Fusion Engine 4.LLRM 15 
5. Roll Again 1-3 4. Gyro 5. Ammo (LRM 15) 8 
6. Roll Again 5. Gyro 6. Roll Again 
6. Gyro 
1. Gyro is 
Left Torso 2. Fusion Engine Right Torso 
1. | Double Heat Sink 3. Fusion Engine 1. | Double Heat Sink 
2. | Double Heat Sink 4-6 4. Fusion Engine 2. | Double Heat Sink 
4 3 3. LDouble Heat Sink 5. Roll Again 1 3 3. LDouble Heat Sink 
4.| AC/10 6. Roll Again 4. | Double Heat Sink Double Heat Sinks: 
5.| AC/10 5. | Double Heat Sink 15 (30) 
6.| AC/10 Engine HitsOOO 6. LDouble Heat Sink Effects 
i Shutdown 
4.] ACio Gyro HitsOO 4. [PPC ; OO 
Sensor HitsOO Ammo Exp, avoid on 8+ 
2.}| AC/10 2.| PPC - O O 
4 Keio Life Support O 3. [ppc Shutdown, avoid on 10+ 
AG ales panes -5 Movement Points O 
5. A AC/10) 10 5. ae reat +4 Modifier to Fire O 
» Ammo ( ) een seer Ammo Exp, avoid on 6+ O 
6. Ammo (AC/10) 10 6. Ammo (LRM 15) 8 


Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 

-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 

-2 Movement Points 
+1 Modifier to Fire 

-1 Movement Points 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again Damage Transfer 
Roll Again Diagram 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OOO00000 
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BATTLETECH 


BATTLEMECH RECORD SHEET 


"MECH DATA 


Type: Atlas AS8-S 


Movement Points: Tonnage: 100 


Walking: 3 Tech Base: Inner Sphere 
Running: 5 Rules Level: Standard 
Jumping: 0 Role: Sniper 

Engine Type: 300 Fusion 

Weapons & Equipment Inventory (hexes) 

Qty Type Loc Ht Dmg Min Sht Med Lng 
1 LRM 20 LT 6 1/MsI[M,C,S] 6 7 14 21 
1 AC/20 RT 7 20[DBS} — 3 6 9 
2 Medium Laser (R) CT 3. 5 [DE] — 3 6 9 
1 Flamer LA 3 2[DEHAl — 1 2 3 
1 Flamer RA 3 2([DEHAI — 1 2 3 
1 Large Laser RA 8 8 [DE] — 5 10 15 
1 Large Laser 8 8[DE] 5 


Ammo: (AC/20) 15, (LRM 20) 18 
Quirks: Battle Fists (LA), Battle Fists (RA), Command Mek, 


Distracting, Improved Communications 


BV: 2,007 


CRITICAL TABLE 


Head 
Left Arm 1. Life Support 
1. Shoulder 2. Sensors 
2. Upper Arm Actuator 3. Cockpit 
4 3 3. Lower Arm Actuator 4. Roll Again 
“Y 4. Hand Actuator 5. Sensors 
5. ue Laser 6. Life Support 
6. LLarge Laser 


1. Flamer Center Torso 
2. Roll Again 1. Fusion Engine 
4-6 3. Roll Again 2. Fusion Engine 
“Y 4, Roll Agai i i 
. Roll Again 1 3 3. Fusion Engine 
5. Roll Again “Y 4. Gyro 
6. Roll Again 5. Gyro 
6. Gyro 


1. Gyro 
Left Torso 2. Fusion Engine 

1.] LRM 20 4-6 3. Fusion Engine 

2. | LRM 20 “Y 4. Fusion Engine 
1-3 3. | LRM 20 5. Medium Laser (R) 

4.| LRM 20 6. Medium Laser (R) 

5. LLRM 20 

6. Ammo (LRM 20) 6 Engine HitsO OO 


Ammo (LRM 20) 6 Gyro HitsOO 


Ammo (LRM 20) 6 
Ammo (AC/20) 5 

Roll Again 
Roll Again 
Roll Again 


Sensor HitsOO 
Life Support O 


4-6 


Fa PeOn > 


Left Leg 
Hip 

Upper Leg Actuator 
Lower Leg Actuator 
Foot Actuator 

Roll Again 
Roll Again 


PaRONs 


Diagram 


Damage Transfer 


WARRIOR DATA 


Name: 


Gunnery Skill: Piloting Skill: 


wstaen 712] 3] *] 5] 5] 
Consciousness # 13 | 5 | 7 | 10 | 14 [Dead] 


Right Arm 
Shoulder 
Upper Arm Actuator 
Lower Arm Actuator 
Hand Actuator 
Theses Laser 
Large Laser 


1-3 


Soe NS 


Flamer 

Roll Again 
Roll Again 
Roll Again 
Roll Again 
Roll Again 


4-6 


SP NS 


Right Torso 
AC/20 

AC/20 

AC/20 

AC/20 

AC/20 

AC/20 


= 
1 
ow 

Ca le al salle a 


AC/20 
Ac/20 
AC/20 
AC/20 
Ammo (AC/20) 5 
Ammo (AC/20) 5 


SONS 


Right Leg 
Hip 

. Upper Leg Actuator 

. Lower Leg Actuator 

. Foot Actuator 

Roll Again 

. Roll Again 


OnRwWwn= 


ARMOR DIAGRAM 


Standard Armor 


Head (9) 


Left Torso Right Torso 


0 
00,0 
(oe) 
O7-07-0 
(oKe) 
O7-07-0 
O70, 
070-0 
O-O0, 
07070 
OO, 
O7-07-0) 
O-O, 
O00) 
(oe) 
O7-07-0 
(oe) 
nea 
(2) 


Center 
Torso 
(46) 


Right Arm 
(34) 


(0) fe) 
(0) fe) 
(eo) Oo 
(e) oO 
Left e) Oo Right 
Torso Rear O° 10) Torso Rear 
(10) o. 2 (10) 


INTERNAL STRUCTURE DIAGRAM 


Standard Structure Heat 


Scale 


Left Torso (21) Right Torso ( 21 ) 


Double Heat Sinks: 
12 (24) 


OO 
OO 
O 
O 
O 
O 
O 
O 
O 
eo) 


Effects 
Shutdown 
Ammo Exp, avoid on 8+ 
Shutdown, avoid on 10+ 
-5 Movement Points 
+4 Modifier to Fire 
Ammo Exp, avoid on 6+ 
Shutdown, avoid on 8+ 
—4 Movement Points 
Ammo Exp, avoid on 4+ 
Shutdown, avoid on 6+ 
+3 Modifier to Fire 
-3 Movement Points 
Shutdown, avoid on 4+ 
+2 Modifier to Fire 
-2 Movement Points 
+1 Modifier to Fire 
-1 Movement Points 


| 30° | 
| 29 | 
| 28° | 
| 26° | 
[25° | 
| 24" | 
[23° | 
| 22° | 
| 24 | 
| 20° | 
[19° | 
[18° | 
[16 | 
[15° | 
[14° | 
13* 
[12 | 
[10° | 
zn 
| 8 | 
| 6 | 
Ls | 
| 4 | 
3 | 
| 2 | 
| 1 | 
Lo | 


© 2023 The Topps Company, Inc. Classic BattleTech, BattleTech, 'Mech and BattleMech are trademarks of The Topps Company, Inc. All rights reserved. 
Catalvst Game Labs and the Catalvst Game Labs loao are trademarks of InMediaRes Production. LLC. Permission to photocopy for personal use. 


